Computers? Didn't we 
used to sell them? 




Yes, we bought one! 

Page 6 supports your Atari with the world's 

oldest and best dedicated magazine ... 
as well as the world's bestPD library .... 
as well as providing commercial software ... 

Don't be like the guy above 
return the favour 



Keep supporting Page 6 
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FOR THE ATARI CLASSIC 

O ONE TWO EIGHT 

Add dramatic special ejfects to your 
programs with these routines 

O IOCB's 

Not difficult when you know how 

© BEHIND THE SCENES 

A look at organising for a show like AMS 

PLUS REVIEWS OF NEW ROMS FROM ATARI! 




FOR THE ATARI ST 



PD ROWDVP 

visits Star Trek and 
The X-Files and delves 
further into the unknoz&n! 



STffnfRtK 

1966 ,A 1991 

i«c-i "j 'j 1 

STAR TREK'S 251 H RRHIVERSRRY 



i HI- i-U\>i>l r.k V 



PLUS ... CES UPDATE „, CHOOSING A PRINTER .„ CULTS „. ROBOMASH REVIEW.. 



This issue's 



Thanks 



Lcs EUlngham puts it all together and fills 
up the gaps but the real thanks goes to the 
following who made this issue possible 

Sandy Effingham who takes cane of all the 
office work, advertising and mall order 

For their regular contributions 

John S Davison Allan J* Palmer 
Paul Rixon Stuart Murray 

Ann O'Vrwall 

Ann O'Driscoll htix sent us in much stuff* and 
there's more to come, that I though it ivas about tune 
she was elevated to 'regular contributor" status! 

For their contributions this issue 

John Foskett Dean Garraghty 

Aeram Dumitrescu Joel Goodtuin 
Andy GuilLaume 

Special thanks this issue to John Foskett who has seen 
almost all of his big batch of contributions in print, to Joel 
Goodwin jar subediting his ccrrxnierziaUij released game 
The Ctiadet and to Jam** Mathrick Jor sending in a 
great bunch of stuff that abnost made U to this issue but 
for lack of space. It should be in the next, Jatnesl 

Some of these folk have supported us from almost 
the beginning and without them we would not be 
here- Same arc having articles published for the first 
time. All are to be thanked for sharing their enthu- 
siasm with all who read New Atari User 



HOW IT'S DONE 

PAGE 6 shown Just what you can do With your Atari- 
NEW ATARI USER haa always been created entirely with 
Atari equipment, Initially On the XL but more lately with 
a Mega ST and other stuff, who needs PC's or Macs' 
Hardware Includes a Mega ST2 (upgraded to 4Mb), 
SML25 Monitor. Supra 30Mb Hard Disk, a HP Laserjet 
111, Citizen 124D printer, Philips CM8833 monitor. 
130XE. a couple of 1050 disk drives, S50 Interface. NEC 
8023 printer. Principal software used in Pretext and 
Flee t Street Publisher 3.0. Other software Includes Her- 
mit, TarfTalkt Turbo Basic and various custom written 
programs on the XL/XE- Articles submitted on XL/XE 
disks are transferred across to the ST Ada TARITALK, 
Programs are coded Dn the XE and printed out directly 
for pasting In after the typesetting is completed, All 
major editing is done with Protest and pages are laid out 
with Fleet Street Publisher, Each pag<^ Is output dlrecuy 
from Fleet Street to a HP Laserjet III which produces 
finished pages exac tly as you see them. All that Is left Is 
to drop in the listings and photos. 

Well. It's not quite as easy as that but you get the Idea! 



Inspiration 



Kathy Mattea continues to be the (almost} 
sole inspiration Jor this issue with a CD 
entitled Time Passes By, It has one of 
those songs that touch a part of me and 
get elevated to the Hall of Fame of the 
finest songs ever written* The song in 
question is Asking Us To Dance by Hugh 
PrestwcxxL I don't know what it is but it 
has the power to evoke a response even 
after dozens of plays. I mould hat*? liked 
to report on a new CD by John Prine, his 
first in four years, but it will have to wait 
until Christmas pressie time. Life without 
music is hard indeed! 



CONTRIBUTIONS 

Without contributions jrorn Its readers, NEW 
ATARI USER utould not be possible. FACE- £ wel- 
comes and encourages its readers to submit, 
articles, programs and reviews for publication 
Programs must be submi tted <m disk or cassette, 
articles should wherever possible be submitted 
as text files on disk. We seek to encourage your 
participation and do not have strict rules for 
submissions, Jf something Interests you, write a 
program or article and submit It! 



COPYRIGHT 

Ail original articles, programs and other material in 
NEW ATARI USER remain the copyright of the au- 
their as credited. All uncredlted material is copyright 
PAGE 6. Permission must be sought by anyone 
wishing to republish any material. Whilst we take 
whatever steps we can to ensure the accuracy of 
articles and programs and the tnnlents uf advertise • 
merits, PAGE 6 cannot be held liable for any errors 
or claims made by advertisers, 

ATARI (TM) 1* • registered tndenurt of ATARI CORP. Alt 
reteFHncas should be- so noted. NEW ATARI USER i* an 
independent publication and h*t no &)tww$*an Alan or 
with any otr»r company or puWiffwr. 



Editorial address: P.O. Box 54, Siafford, ST16 1 DR, ENGLAND Tel. 01785 241 1 53 
Editor £ Publisher: Les Bli ngham ■ Advertising: Sandy Elllngham 

• Page layout by PAGE 6 - Printed by Dolphin Press 1 Fite s Scoiland 01592 771652 
NEW ATARI USE R Is published bi-mcnlhly on toe last Thursday of the month prior to cow 
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PROGRAMMING 

CES Version HI lO 

John FosketVs excellerit screen display updated 

INPUT/OUTFUT CONTROL BLOCKS 2^ 

Powerful access to your disk drive 

ONE TWO EIGHT « 

Some dramatic special effects 

FEATURES 

BEHIND THE SCENES IS 

Whnt it's like for the exhibitors 

NOW I'VE GOT A PRINTER! 32 

Some advtce on choosing a printer 

A CULT FOLLOWING 1 ? 38 

REVIEWS 

NEW ATARI ROMS! 22 

Berzerc, Tower Topple r and. Deflektor 

ROBOMASH 37 



The next Issue of NEW ATARI USER is due to be published on 30th November 
Editorial copy date is 31st October 



MAGAZINE ONLY 

Annual subscription rates (6 issues} 

UK £15.00 

Europe (Air Wail) £17,00 

Elsewhere (Surface) £17,00 

Elsewhere (Air Mail) £23 00 

Overseas rales reflect onfy the differsnce in 
postal costs 



DISK SUBSCRIPTION 

A disk containing all oi the 8-brt program! from each 
Issue of NEW ATARI USER la available ahhsr separate- 
ly or en Bi±f»criplkin. Singh prhce £2.95 per disk, a 
disk subscription eaves you almost £8 a year. Sub- 
scription rales (6 Issues) 



UK 

Euro pi 

Elsewhere (sea) 
Elsewhere (Air) 



£25,00 
£32.00 
£32,00 
£4200 



Please make cheques payable to PAGE 6 PUBLISHING and send to 
PAGE 6 Publishing, P,0, Box 54, Stafford, ST1 6 I DR 
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LISTINGS CRACKED? 



AMS '95 

Note that photocopies of the 
voucher opposite will be 

accepted t so there is no need 
to spoil your magazine 



I.ast Issue the program listings were stUl not right with lines here and there hard to read- It looks 
okay when it goes off to the printers but I have no control over the exposure of the plates and the 
amount of ink laid down and don't know until the magazine is received train the printer* what the 
result will be. 

The intention behind printing the lislir^gs in the format you have seen for njany years Is that you get 
In the magazine exactly what you see on the screen* thus making It easier to spot mistakes. When 
you can't read what IS In the magazine, however, the system doesn't workl This issue I have gone 
back to a method of printing listings that, we used to use over 10 years ago. It lakes a little bit of 
working out but you should find it much easier to type in the programs. The system simply identifies 
inverse and control characters and gives you a key to allow you to type them in. Although you can't 
see exactly what you are supposed to be typing, the Typo codes will ensure that you get each line 
right. 

Hopefully, the problems of the last few issues are now solved but If you have any comments please 
let me know, 



CONTRIBUTORS SQUEEZE TIPSTER! 

We have had some excellent contributions in recent months and I thank all of (hose who have sal 
down arid made the effort to share their expert nr:t'n and knowledge with other Atari users, There are 
some great articles this issue but one of the penalties was that I had to squeeze out the Tipster. The 
column was completed but I couldn't find three pages to drop to fit him Irs. Never mind, you can rest 
assured that The Tipster will be back with a vengeance next issue. 

My request for commercial releases to use as Disk Bonuses was taken up by Joel Goodwin whose 
program The Citadel appears this issue and 1 thank him greatly for permission to use this, There are. 
however, hundreds of commercial releases tiiat are now gout: farcve-r and will not see the light of day 
again unless the authors allow us lo use them. If you know the folks that used to wrife programs for 
English Software. Red Rat H Zeppelin or any of the dozens of small companies that sprang up over the 
years , have a word and let them know that they can get their work seen once more. 



WHERE DID YOU GO? 

Whilst the contributors have been busy the readers 3eem to have fallen a little quiet. The long hot 
summer seems to have taken Its toll as we had one of the quietest Augusts ever with only a few 
phone calls, a few orders and fewer than usual renewals. Now that the weather has turned a few 
more renewals are trickling in but< as I have said many times before, we need your enthusiastic 
support to make it all worthwhile. If you did not renew then you obviously wont be reading this, but 
if you have friends who are Atari owners give them a call and make sure tliat they know about Mew 
Atari User and that their subscriptions are up to date. 

There is still a great deal of interest and support for the Atari Classic but we liave to keep punching 
the message home that we all have to work together to ensure a bright, future- 

Les %(lingham 
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0 Computer & Electronics Show ^ 

f— Saturday 11 November 1995 ■ 1Danrr4pm ijh 

«te Bingley Hall, Staffordshire Showground, Stafford © 

Off A 5 18 StaffordHJttoxeter Road ■ Signposted from J14 on M6 
^5 Bus Shuttle from Stafford BR M 



6eat - 



■ Computers ■ Multimedia ■ Satellite ■ TV ■ 
■ Amateur Radio ■ Electronics ■ Electronic Bring & Buy ■ etc ■ 
BEACON HADIO ■ PARAGON PUBLISHING demonstrating INTERNET 

In fact virtually ever/thing for the amateur and expert alike! 

ENTRANCE PRICE 

Adult £2,50 
* inc Show Guide & Prize Draw entry 

CONCESSIONS 

OAP's RSGB members, 
Student Card. UB40 - £150 
Advanced Tickets - £1.50 + SAE 

Sharward Promotions 

Organising Computer Shows since 1967 
Upland Centre - 2 Upland Road 
Ipswich - IP 4 SOT 
Tel 01473 272002 * Fax 01473 2720GB 

* Sublet to ov«ilflbility 




By completing the voucher below and handing it in on the door 
you can save £1 off the full Adult Entrance Price 



Name. 



Address. 



Post Cade. 



Redemption Value 0.000Q1p 



Mailbag 




Not so 
hot for 
Mailbag! 



The hot August weather 
seems to have made 
Mailbag wilt a little this 
time. Not only were 
there fewer letters than 
of late but I was late in 
sending them to Allan 
and he couldn't manage 
to get enough free time 
to get the column 
together in time for the 
deadline. So, this time 
it's still Allan Palmer's 
Mailbag. hut with me as 
guest compiler, The for- 
mat might be slightly 
different hut, as al- 
ways, it is your views 
and opinions that are 
being expressed. Read 
on and write in, leVs 
make Allan's keyboard 
smoke next issue! 

Les EHingham 



G 



WHOOPS! 

Let begin with an apology to 
Brad Rogers who writes 
'"I wish to register a com- 
plaint! Well, sort of. In a let- 
ter of mine printed in Issue 
73. all references to the fre- 
quency of ele ctrtcal mains 
voltages were printed as 
MHz, This ts Incorrect and 
should be Ha. 

[ would be grateful if a cor- 
rection could be printed. 
Having just checked the let- 
ter I sent to yourselves, all 
frequencies arc given as Hz. 
How that M crept In I have no 
Idea, whatsoever." 
T Sorry, Brad. Allan has 
admitted to inadvertently 
changing your Hz to MHz and 
apologises, It is strange how 
when typing up copy a mis- 
take made once is often repe- 
ated several times, the brain 
seems to latch on to the first 
mistake and carry it through. 
Good job I wasn't compiling 
the last column as Hz to tne 
only means a car rental 
company! 



NEW FORMAT 
RULES, OK! 

Jason Kendal ofThurihy, 
Lines has written many times 
before and now comes to oar 
defence .,, "Pleased to see a 
large Mailbag In Issue 72. 
Just a note to support the 
current format, after reading 
Roger Laccy's letter, 1 believe 
Page 6's New Atari User 



that the A5 magazine is still 
an excellent read. I suspect 
most Atari Users no longer 
type in listings any more and 
subscribe on disk (as ft" s very 
reasonable], and if not they 
can send a SAE for a copy of 
the listings if required. 1 have 
both STE and XE and now no 
longer use the ST at all. If 1 
did I would carry on sub- 
scribing to one of the main- 
stream ST mags aueh as ST 
format, 1 still like to keep up 
to date with the world of 
Atari, but 1 feel that Page 6 
should now solely concen- 
trate on the beloved 8-biL 
Keep up the good work." 
T Thanks for the support 
Jason. You are probably right 
when you say that most read- 
ers do not type in the listings 
but tiiere are still a lot that do 
and we nave received a num- 
ber of requests to keep list- 
ings in the mag from those 
who subscribe on disk. Hav- 
ing a printed listing is helpful 
to those who write their own 
programs, OS a listing can 
almost be read as an article if 
you are familiar with prog- 
ramming. H can be fun, and 
can solve a few problems, 
looking down a Its ting and 
trying to figure out how it 
ivorks. 



ATARI FUTURE 

Bryan Zillwood ftom South- 
ampton sent in a few more 
tips for Zork and has some 
questions about transferring 
tapes to disk but starts his 



letter off with ... 
H, Whiie watching Blade Run- 
ner on TV the other day I 
noticed a brief shoL of a 
prominent neon Atari {Fuji) 
logo. The film Is set In the 
year 2020 so surely this 
means that Atari Corp, will 
finally be getting their act 
together. Perhaps the Jaguar 
won't be the flop it now 
appears, or maybe they'll re- 
surrect the 130XE! 
Bryan goes on to ask 
''Could you ask if anyone has 
been able to transfer the fol- 
lowing games from tape to 
disk, I have tried using 
Transdisk IV and Howfen 
Tape to Disk utility but 1 have 
had no success with either 
Ace of Aces 

Football Manager (I have 
tried the solution in Issue 
68's Mailbag but it doesn't 
seem to work) 

Head Over Heels (It loads 
okay at first but then tries 
to load further stages from 
cassette) 

Spy v Spy Trilogy (as Head 
Over Heels, they load but 
try to read further stages 
from tape) 

Superman 

Tank Commander 

Tomahawk'' 

T Thanks for the extra Zork 
tips, Bryan? which will Jind 
their way into The Tips ter's 
column this issue or next The 
Blade Runner sequence is 
quile a famous use of the 
Atari logo ar\d Atari themsel- 
ves were quite chuffed to 
have it included* As to 
whether it means Atari will be 
around in 2020 I am not sure. 



after all the film 2001: A 
Space Odyssey has a passen- 
ger shuttle going to the moon 
run by Pan Am and where 
are they now? I would have 
put more money on Pan Am 
surviving than Atari If Atari 
makes it to 2020, TH eat my 
pension bookt 
On the tape to dis k problems 
ft is over to our readers for 
their solutions. If you have 
the ansujer to any of the 
above let. us know right away 
to put Brycut out of his mis- 
ery, Transferring tapes to 
disk ought to be a big topic, 
since there are still plenty of 
games available on tape but 
few on disk. If you need help 
on particular tapes, let ttS 
know, 



MORE TAPE 
PROBLEMS 

While we re on the subject of 
tape to disk transfer, I had a 
letter from long time US sub- 
scriber Ron Hoff man many 
moons ago in which he said 
thai he has nether been able 
to get Transdisk to work on a 
number of tapes that he has 
purchased from the UK. Ron 
asked whether I could trosxs- 
fer the tapes over for him but I 
have never found the time 
mid don't have copies of some 
of the games r My apologies to 
you, Ron, for seeming to 
ignore your letters but let's 
see if we can put things right 
with }wlpfrom our readers, 
ff you haue been able to to 

Page 6's New Atari User 



transfer any of the following 
to dish send us a copy of the 
disk I will pass on a compfla- 
tton disk to Ron and return 
your anginal disks. Here is 
the list' Milk Race, Arkanoid, 
Storm, Heartache, Twilight 
World, Universal Hero, Thun- 
derjfcw*, U.ttle Devil, Henry's 
House, Feud Bounty Bob 
Strikes Back and Speed 
Hawk. 



ATARI USER 
TOOLKIT 

Regular conf rtbutor John Fos- 
kett has some help with the 
Atari User Toolkit ... In Mail- 
bag from Issue 73, Mick 
"WACO' Tomlin speaks of 
transferring the old Atari 
User Toolkit from cassette to 
disk in answer to the plea of 
Brian Arnold in Issue 70. I 
had no idea that Toolkit had 
become so rare. 1 have Tool- 
kit on disk and always use it 
in connection with Atari 
BASIC. I use Toolkit with a 
RAM DOS utility which was 
originally a type-in listing in 
one of the old Atari User 
magazines. This utility mod- 
ifies DOS to call it from RAM 
after its initial loading. Tool- 
kit with RAM DOS work very 
well together. 
When booted, the Toolkit 
master disk presents a menu 
giving an introduction, in- 
structions on how to use the 
Toolkit commands with the 
option to print them and to 
prepare a work disk. It pre- 



pares a work disk by first for- 
matting it and writing DOS- 
.SYS, DUP.SYS and Anally by 
writing Toolkit as AUTORUN- 
.SYS file to the disk. If neces- 
sary. I will forward a copy of 
the Toolkit master disk to Les 
for distribution. 

Also In Issue 73 n s Mallbag. 
Brad Rogers wrongly states 
the mains, electricity supply 
frequencies as McgaHertz 
(MHz) Instead of Hertz (Hzl 
which may cause confusion. 
The prefix 'Mega* literally 
means one million times. The 
frequency of an AC mains 
electricity supply is typically 
50Hz/60Hz which means 
50/60 cycles per second, 
50Mhz/60Mhz is 50/60 mil- 
ium cycles per second which 
is actually in the VI IF range, 
a bit lower than the FM 
transmission band!" 

t Thanks for the information 
on the Toolkit, John. Any in- 
terest in us distributing the 
disk vers ion? Our apologies to 
Brad Rogers have already 
been voiced earlier, but your 
addttioiial comments are quite 
interesting- Wouldn't It cut 
down the electricity bills if 
you coitkl Just tune the fridge 

in over the air! 

HIGH DENSITY 
PROBLEMS 

Brian Arnold was pleased to 
see a response to an earlier 
query last issue from M, Tom- 
tin bat goes on to say .... '1 
should be glad to send him a 
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copy of the Atari User Toolkit 
on tape for him to attempt to 
convert if only 1 knew where 
to send 1L You are welcome 
to pass on my address and/ 
or phone number to him, or 
suggest any other means of 
contact" 

I Sorry about not giving M. 
Tomlin's address but we are 
never sure whether it is right 
to publish correspondent's 
addresses unless they have 
specifically asked us to do so. 
If you want to get in touch 
with someone from Ma&bag 
where there is no address, 
you can always send whatev- 
er you, want to us with a re- 
quest that it be passed on 
and we wiH happily mail it on 
to the person concerned. If 
you write to MaAbag offering 
help with any thing and do not 
mind your address }>eing pub- 
lished, please make it quite 
clear in your letter that your 
address can be included- 

■* Brian goes on with a little 
problem .... "I recently 
bought, at a car boot sale, a 
quantity of disks which were 
in bojees marked Doubtc De- 
nsity, On opening the boxes I 
found that the disks themsel- 
ves were labelled High Densi- 
ty. They all appear to be 
brand new, and of a good 
well-known make. The only 
trouble is that 1 cannot use 
them! Attempting to format 
only produces a permanent 
grinding noise from my poor 
old 1050 h and after several 
minutes 1 gave up and 
switched off. i tried four disks 
at random, all with the same 
Page 6's New Atari User 



result. Any ideas? 1 " 
t I always understood that 
the Atari could only use single 
or double density disks but 
the disks we are currently 
using for the Issue disks and 
library are Quod Density. 96 
tracks per inch, soft sectored 
and they work fine r I believe 
the key uwrds are 'soft sec- 
tored' which means thai the 
arrangement of the sectors is 
not fixed and can be changed 
by a formatting program on 
any computer. It could well be 
tfiai your disks are Prefor- 
matted for use on a PC and 
that the sectors are fixed. Not 
having PC experience I cannot 
state this as gospel but I am 
sure someone knows the 
answer and will tell us next 
time. 

REACH FOR THE 
STARS 

Johnny Chan dropped us a 
line to hope that everyone 
liked his Stars Database that 
ivas the Disk Bonus in Issue 
72 but has pomted out a 
small bug which "only afTects 
option 7, Surname Search, 
To fix this, load DATABASE- 
TUR and on line 3440 mod- 
ify with the following: 
3440 TRAP 3390: IF 
NAME1S[K,K) " THEN 
GOTO 3460 

I'm very, very sorry for this 
problem. My program did go 
through a month of testing, 
not just by me, hut a few 
friends as well. If there is any 




interest in a version 2 con- 
taining more birthdays, then 
1 will consider finding more 
birthdays although it's not 
easy finding new ones. If any- 
one is And ing difficulty mod- 
ifying the creator program, 
please write to me and I will 
give you more information, 
but please enclose a stamped 
addressed envelope. 

For those people with PC 
XFORMER 3.0, the Stars 
Database works fine on it. My 
hint Is to select ATARI 800XL 
mode, as the ATARI 130XE 
mode is a bit slow." 

T Thanks for the correction, 
Johnny. Don't worry about 
the odd bug. how do you 
think all those PC consultants 
manage to make such a good 
living? if you wont to write to 
Johhny, you can find his 
address in the instructions for 
The Stars Database on the 
Issue 73 disk 

WHITHER ANG? 

To conclude Ignacio Montoya 
from Spain asks for informa- 
tion on ANG Software ... "1 
ordered the game Miecze 



Valdgjra from ANG Software 
of Holland some months ago. 
As I haven't has any answer 
from them, I'm already 
asking myself what could 
have happened. Is ANG Soft- 
ware suU alive? Til be very 
grate ful if one of your readers 
or one of the ANG group 
could give me an answer, " 
T Let us know if you have, or 
haven't, Ixeardfrom ANG re- 
cently or can give Ignacio any 
information* 

Well, thats it this time, The 
fruits of a long, hat (hot!} sum- 
mer holiday which kept most 
folks away from their comp li- 
ters. It's cooler now and the 
nights are drawing in so it's 
time for you to think of some- 
thing interesting to send to 
Mailbog, Get out the word 
processor or r if you still ha- 
ven't got yourself a printer, 
the trusty old biro and drop 
us a line on anything interest- 
ing to do with the Atari or 
computing in general, Allan 
has had a rest now and I am 
sure he is dying to get his 
keyboard all steamed up for 
the next issue. 



Air uour views on all things Atari or help your 
fellow users with their queries - even ask for 
help yourself if you want* It's all interesting r 
\f only you write it down* Here's the address: 

MAILBAG 
NEW ATARI USER 
P.O. BOX 54, STAFFORD 
ST16 1TB 



BACK 
ISSUES 

Back issues of 
NEW ATARI USER 
are still available 
from ISSUE 31 
up to ISSUE 73 

except for 
the following 

ISSCES 32 and 35 - SOLD OLT 

ISSUE 

DISKS 

An issue disks 
from ISSUE 14 
ONWARDS are 
still available 

JVEW/ 

ISSUE DISKS 

1 to 13 
now available* 

Check the Accessory 
shop order form for 
further details 
and prices 
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PROGRAMMING 




VERSION 



John Foskett has 
enhanced his 
excellent Colour 
Extension Sub- 
routine and has 
expanded the 
documentation so 
that your own 
programs can now 
look even better 



The Colour Extension Subroutine or 
CES was written as an extension to 
mode aero, to provide a colourful 
screen for displaying text, Each mode zero 
line and the characters printed upon each 
line can be coloured Independently, However, 
the rules for mode zero must still apply, 
where the character colour Is merely a diffe- 
rent brilliance of the line colour that they arc 
printed on. 

For keyboard entry, a flashing cursor Is pro- 
vided , where the flash rate and the flash pat- 
tern can be altered as required, All inverse 
characters flash along with the cursor to en- 
able the use of flashing prompls H titles, warn- 
ings, etc. A means of turning off the screen 
has been included to allow a tidy professional 
appearance whilst printing to screen. When 
the screen is olT, only the coloured lines re- 
main, all the text being invisible. A keyboard 
lock is provided to ensure that only uppercase 
characters can be entered from the keyboard 
which may be enabled or disabled as re- 
quired. Additionally, the attract mode and the 
Control- 1 stop-start toggle arc disabled and a 
lined screen is provided for clarity of text 
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CES is a machine code program that is VBl 
and DL1 driven, therefore its operation is com- 
pletely independent of Basic. CES makes use 
the unused page zero registers (203-209) 
three of which Interface with Basic to enable 
it to be controlled. CES consists basically of 
four machine code routines stored as relocat- 
able machine code strings. They arc the VDI, 
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inverse key is accidentally pressed, in effect, 
disabling both keys. When the keyboard lock 
Is enabled, all lowercase and inverse charac- 
ters can still be printed to the screen, the 
keyboard lock Just prevents them from being 
entered at the keyboard. 



the DLI and the two colour data loading 
routines. The modified display list is also 
stored in the form of a st ring. CES uses only 
the first 48 locations of page 6 to store the 
colour data, the rest being left free for other 
use. 



THE COLOURS 

The location In page 6 for the colour of line 0 
is 1536, for line 1 is 1537, up to 1559 for line 
23. The location fur the colour of the charac- 
ters on line 0 is 1560, the characters on line 1 
is 1561, up to location 1583 for the charac- 
ters on line 23. Since the colour data is stored 
in RAM as memory dependent code, changing 
the colours is simply a matter of loading diffe- 
rent values Into the appropriate locations. 
Tills can be achieved using one of the colour 
data loading routines via a USR command or 
by simply POKEing them directly from Basic, 



THE FLASHING CURSOR 

CES uses location 204 to control the cursor 
flash. When this location (204) contains a 
zero,, the cursor and all inverse characters 
assume their normal steady state (i. e. not 
flashing). When this location contains a non- 
zero value the flashing of the cursor and In- 
verse characters is enabled, the flash rate and 
the flash pattern being dependent upon the 
value location 204 contains. For an even flash 
rate with an equal mark-space ratio (on-ofF 
times]!, the value should be a multiple of two. 
16 is the most suitable value which gives a 
good Hash rate. Any value from 1 to 255 may 
be used to generate dine rent flashing effects, 
it is recommended to experiment with this. 

The cursor may be turned off by using POKE 
752, 1 En the usual way whether the cursor 
flash is enabled or not, 

SCREEN OR TEXT ON/OFF 



THE KEYBOARD LOCK 

CES uses location 203 to control the 
keyboard lock. When this location (203) con- 
tains a zero, the keyboard lock is disabled, 
but wlit;: i ii contains non -zero values, the 
keyboard lock is enabled. The keyboard lock 
ensures that the keyboard is locked into the 
uppercase mode eve a if the CAPS key or the 



Turning the screen on /off and therefore the 
text is achieved by using location 205, When 
this location contains a zero, all on screen 
text is visible in the normal way, but when it 
contains a non-zero value, the text is in- 
visible. 

The actual values used for the line and char- 
acter colours are unimportant since a non- 
zero value In location 205 forces all the char- 
acters to assume the same colour as the lines 
continued on page 14 
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QB 16 REM [Q][R1[R][RMR][R][R][R] 
fR3ER][R][R][R][RjrS][R]Ilt]E»] 
IR3ERJIR3ER3ER3EJ13ERKS3ER] 

mmiu 

HC 21 REM | COLOUR EXTENSION SUBROUTINE I 
TL 3B REM I EES Uef sion III I 
JU 48 REN [AKR][R][R][R]{R][R)[R] 

ERJIfl3ER][ftHR]CRl[R3ER3lRl[R] 

IR]ER][R)IR3ER]1R3ER31R]ER] 

YB 51 REN \ Written by I 

GK 68 REM I John Fosltett February 1993 
JY 71 REN EA]ER3ER1ER3rR3ER3[RIER3 

[R][R][fi][R3CRJ[R3CR]lR]IRHR} 

ER3ER3ERHR3ER3IR3ER3ER3ER3 

ER3ERHDJ 

Kfl 88 REH 1 FOR HEM ATARI USER I 
QH 98 mi [ZHRHRKftHRURHRnR] 

ER][R3IR][R][R]ER3[R]fS]ER31R] 

[RIIR]tR3ERlER3ERlER]tRiER3 

ER3ER3EC1 

QQ 188 GRAPHICS 8: POKE 16,64 :P0KE 53774 p 6 
4 

BG lie DIN Di4(55) l VB]*a5) J DLli(43) l RESE 

T*(44),CQL0URt(38> 
py 12B fll*= " pi C , >B@f ESC , DELETE LUCK,) 

<8>E,3<B>E,3<B>E,3<B>E,3<B>E,3 

(B)I,Ke>E,J(B>E,KB>[,3<B> 

E,KflH,3(B>E,3{BH,3(B>E,3<B} 

[^{B^KftMjXIH^CftH,! 

(K>E l KB>t,KB}E l 3<S)A > !iH.1Ci f i 

)=CHR*(PEEK(89)) 
M m Mt= i HK,3<E)rKN>IESC I INSERT] EBl 

E B 3 XLfiE Q IKPXLELfil 3 IPEKl <N)st Bl kL 

^BHBlPuH,^' 
JF 148 0Ll*=" IKJ)H<X>fHQfc<K.)[Y3pEXl 
ESC, INSERT! EE! <M)EX3rWE Cl=EH3 

lF]<3i>IHJPh£hIheit f KF>flEb' 
GS E51 RESn$= , hfiEESC i mGHT)hh<E)NhhCI> 

B^E,3M ESC, INSERT LINEIE ,11F1<->EW1 



0.£FIh< .>B£t E . }X0fivPt>aXE)?OJ<E> 

NC 168 C0L0URf= B hXJihh<E)«fiI0))EX3<E> 

NhhEX 1 eNC h h <¥>[,] [ F3 NJPW < 3 " 
ES 178 REN Bet-Uo CES Rt&isters 
iW 131 POKE 54m i l:MSR(Dif):DLH^INTU 

/254):DLL0=I-DLHII254 
EY 191 POKE 548,DLLfl!POKE 541,DLHI :E>L*<LE 

N< DLti i l)-CHR*(DLLO) :DL*(LEN(DU) + l)=C 

HRtCOLHD 

SJ 218 l^AORWBI*) s KI=INT ( 1/256) :Lfr=l -HI I 

254:P0KE 548,LGjPOttE 549,H1 
a 218 ]=ADfl(DLIi)!KI=INT(I/256>:Lft=]-H3» 

254:P0KE 512 P L0:P0KE 5 13 r HI 

228 POKE 54286, I92JP0KE 293, UPCTKE 214 

p Ed: POKE 215,8 

LA 231 REN 

GU 248 REN 
OX 25* REN 
QZ 268 REM 

Ll 271 REN — 

OE 281 REN EXfftPLE FRflfiflflH 

HF 298 DIN S*tt7) iS*=" , :S$(3?)= 1 ':St<2) 

=S*:P0KE 752,1 
OJ 3tB REN Hain Screen 
AC 3 El POKE 2B5 I ]!^USR(ADflCC0LDUR*) J B J » l 

52,52,28 ,188,144 ,LB8,t ,138,1,36,36 ,36, 

34,6B,4a,8 J l,e,B,8,228,228,22fi,228> 
JJ 328 J=lfl:I=USR(A&«(COLDUR$> , 1 3 8 s 12 f J , J 

j J j 12 1 J, J, 8, Jj J r J, J|J|J)J,J|J,1|J| J, J, 

J,J,J) 

JO m PLAIN=I:? "(ISCjCLtAR] COLOUR EXTE 
NS1DN SUBROUTINE or CES 1 :? "IISCJAB] 
I ESC ,TABI E ESC , LEFT Wer si on 111*5? 1 
[ESC, TAB] HITH EXAMPLE PROGRAM' 

TA 348 ? ' [ ESC JAB 1 E ESC , T AB 3Nr i t ten by 1 :? 
1 1 ESC, TAB] E ESC ,TAB3 E ESC , LEFT ] John Fos 
kett's? * E ESC ,TAB3 E ESC , TAB ] Apr i 1 1994" 
:? "EESC,TABlEESC,DflHN] FOR NEW ATA 
RI USER 1 

KV 358 ? MESE,DuW3This is the latest vt 
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rsion of CES* It supercedes the origin 

at version that" 

GL 368 ? "mis originally published in is* 

ue 63 of the New Atari User nagazine. 
■ 

DC 371 ? "version II has been issued. It 

too is superceded by this version a4 C 

ES/.GOSUB 86BiP0KE 285,8 
OT 3BB REN Select frcn Henu 
QZ 398 POKE 764,255?DPEN 11,4,8, "K.'iGET 

IL,K:CL0SE llsK^K-46 
DO 411 IF K=I THEN 60SUB 828 
NT 418 IF K=2 THEN 60SU8 771 
vl 421 JF K=3 THEN 318 
CH 438 IF IN THEM GOSUB 528 
IF 448 IF K=5 THEN POKE 568,32: POKE 541,1 

56.F0R 1-6 TO 218 .NEXT IsPOKE 568,DLL1 

iPOKE 56!,DLH1 
ON 458 IF K=4 TUN POKE 2B5,l:FDR 1=8 10 

218 MXT I J POKE 285,8 
NG 468 IF fc7 THEN 1*INTC!WD(8HZ54) rJ=11 

6: GOSUB 5B8 
Gl 478 IF 10=8 THEN 1=16 :J=28s GOSUB 588 
00 488 GOTO 391 
IC 491 REN Cursor Flash 
NR 581 POKE 1553, J: POKE 284,1 : POSITION 2, 

17:? St:? "fESC,UP]CUR50R FLASH: POKE 

2B4,';]:RfTURN 
G7 518 REN Keyboard toe It 
6N 528 I-USR<ADR< COLOUR*), 1,28,228 ,228, 22 

8,228) 

AC 538 POSITION 2,17:? S*:FQfl 1=8 TO 3:PO 

S1IIEW 2,28+1 !? SlfsNEXT 3 
2K 548 1=U5R(AIW< COLOUR*) , 1, 16, 164, 162, 16 

4,164,162,164,162,168) 
YD 558 I-USR<ADR< COLOUR*) ,9 , 16 , 164, 162, 16 

4, 164, 162, 164,162, 161) 
OC 568 POKE 283, I [POSITION 2,16:? "THE KE 

YBQARD LOCK FEATURE ! LOCK W 
FX 57B ? "IESC,D»«lTry entering sone low 

ercase and soie inverse characters • > » 



22 588 ? MESC,Dd«))_":? "IESC.DCW3ESCA 

PE LIKK ON/OFF RETUfff EXIT'S 

ZA 598 J=18:3=USR<ADR<C0LOUR4) i l,14,J l J,J 

, J, J, J, J, J) 
FO 488 POKE 2*4,14:F0R J=| TO 35:QPEN 11, 

4,8,"K!"!GET R1,K;CL0SE llsIF K=27 THE 

N GOSUB 738:6070 638 
HH 618 If K=155 THEM POP :GOT0 658 
NO 628 POSITION 2^I,2l!? CHR$(K>s'_" 
GC 638 NEXT 1 

BA 641 REN Exit Keyboard Luck 

2N 651 l=USR(ADR(CDLOURI) ,1,14,164,162,14 

4,144,162,164,142,141) 
GO 448 FOR 1=1 TO 7:PDS1TI0N 2,16+1:? S*; 

;NEXT 1 

JD 678 I=USR<ADR<CfiLDlJRI) ,8,16,8,8,8,8,22 

8,228,228,228) 
8Z 6B8 3=USR<ADR(CDLOUB), 1,28,228,220,22 

8,226) 

FV 698 GOSUe 868:P0KE 283,1 

OK 718 J= 1 8 : !=USR< ADR(C8iOURI) , t , 14 , J , 1 , J 

, J,J,J,J,J) 
ZF 718 RETURN 

XQ 72B REN Ke yboar d Locfc Qh/Qlf 

HZ 738 1=1-1 :J=PEEK<283> :J=1-J:P0KE 283, J 

:P0KE 694,L2B:P0KE 792,9 :PCSIT10N 35,1 

4:1F M THEN ? B FF* 
LO 748 IF ^1 THEN ? "N 1 
ZN 758 RETURN 

BL 768 REM Set Plain Screen Colours 

SU 771 PLAiN=l-PWlNiPOSni(H 4,21:1F PW 

IM=8 THEN !=USR<ADR( RESET**) :? "PW1N 1 

: RETURN 

CE 788 A= INT t RND< B ) 1 256) : 04HNKA/ 14) 1 14 
DM 7P8 B=3NT(RNOC8)S256):IF ABS(C-(B-INT( 

B/14)I16)J<4 TWEN 791 
YF 8B1 I=USR(ADft(RESn*),A,B)!? "RESET" :R 

ETUW 

DJ 818 REN Partial Screen Colour 

AB 121 AfINT4JN1HB)I254) ;B=INT(IWD(B) 31254 
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upon which they are printed. The actual char- 
acter colour values In page 6 are not changed 
by the value that location 205 contains, they 
arc merely bypassed. The original character 
colours may be restored at any time by load- 
ing location 205 with a zero. 

A SECOND CLOCK 

Although location 208 is used by CES Itself 
to regulate the cursor flash rate, it may be 
used as a second clock In the same way as 
location 20, since it is Incremented at each 
VB1. If the cursor is being used,, then location 
208 may be PEEKcd but should not be 
POKEd as poking it would cause a disruption 



> :C=]NT<RND<6»M4) iI>=WT* if Id) 
GY 838 ]=U5R(AD&<C0L0W>,ViMjM> :1- 

USfKADR ( CDlflUft*) ,6,13,8,6) 
JE 841 l=iJSfi(ADR<C0LOtJRt) l l 1 9,C l C l C I C)Jl= 

USR<ADR< COLOUR*) , 1 , 13 P D,D) : RETURN 
EP m REM Hfeim 

PG m POSITION 2,28 i? 'J_ PARTIAL SCREE 

N JL NORMAL SCREEN* \ 7 'X "jiIF PLA) 

N=l 1HEN ? "PUUN"; 
BE 878 IF PLAI^l THEN ? ' RESET ' i 
EO 688 ? 1 COLOUR J_ TEXT ON/OFF" 
TH 89B 7 B J_ RESTORE SCREEN J_ HfiTE OF 

FLASH" !? '_£_ KEYBOARD LOCK 

HE FLASH' j! RETURN 



Underline slNYERSE CHARACTEflS ■■ [ ] = 
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in the cursor flash rate. If the cursor is turned 
off then this location may be POKEd at wul 

LOCATION 209 

This location is used by CES itself as a 
counter to synchronise the colours to the cor- 
rect screen lines. This location Is incremented 
each time the DLI is called by the display list, 
which is 24 times. Thus location 209 incre- 
ments to 24 before it is reset to zero by the 
VBI. This register tells the DLI where to read 
the data from In page 6 to load into the 
appropriate two hardware colour registers. 
This register should never be POKEd since 
this would cause a nasty flicker on screen as 
the colours suddenly become "out of sync". 

This location could be used as a random 
number generator, generating numbers in the 
range of 0 to 24 which is achieved by simply 
FEEKing location 209 from Basic. 



CES TECHNICAL 
DETAILS 



WHY NOT "WSYNC" 



8 ftESTO 



CONTROL + 
CHARACTER 



The usual way of synchronising the loading 
of the hardware registers is to use the 
"WSYNC H register at location 54282. When 
used, the colours of the lines were found to be 
rock steady, but they appeared to wobble 
when text was printed to the screen creating a 
nasty amateurish appearance. This results 
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Machine Code Routines for CES III 



;VBI Routine 

PHA 

LDA #0 

STA 77 

STA767 

STA 209 

INC 208 

LDA 203 

BEG CHARAC 

LDA 40 

STA 694 

LDA #64 

STA 702 
CHARAC 

LDA 204 

BEQ ON 

LDA 208 

AND 204 

CMP 204 

BEQ ON 

BNE OFF 
CURSOR 

STA 756 

PLA 

JMP 49602 

ON 
LDA #2 

BNE CURSOR 
OFF 
LDA #0 

BEQ CURSOR 



;DU Routine 

PHA 
TXA 
PHA 
TYA 
PHA 
INC 209 
LDX 209 
CPX #25 
BEQ RESET 
RETURN 
NOP 
NOP 

LDA 1 535 P X 
STA 53272 
LDY 205 
BNE BYPASS 
LDA 1559,X 
BYPASS 
STA 53271 
PLA 
TAY 
PLA 
TAX 
PLA 
RTI 



RESET 
LDX#0 
STX209 
BEQ RETURN 



;Colour Loading 
Roulme 

PLA 
TAX 
DEX 
DEX 
PLA 
PLA 

STA 206 
BEQ LINECOL 
LDA #24 
STA 206 
UNECOL 
PLA 
PLA 
CLC 

ADC 206 
TAY 
LOOP 
PLA 
PLA 

STA 1536.Y 
I NY 
DEX 

BNE LOOP 
RTS 



;Colour Reset 
Routine 

PLA 

BEQ DEFAULT 
PLA 

PLA 

STA 2 06 

PLA 

PLA 

STA 207 
DEFLTRET 

LDX#0 

LDA 206 
LOOP 

STA 1536.X 
CPX #23 
BEQ CHANGE 
RETURN 
INX 

CPX #'48 
BNE LOOP 
RTS 

CHANGE 
LDA £07 
BEQ RETURN 
BNE RETU RN 



DEFAULT 
LDA #148 
STA 206 
LDA #202 
STA 207 
BNE DEFLTRET 



from the WSYNC register synchronising to the 
next scan line down the screen due to the 
timing requirements for screen printing and 
then returning to the previous line. To over- 
come this problem, two ' NOP" Instructions 
(see the source code listing} are used instead 
of the WSYNC register to sufficiently delay the 
loading of the hardware registers to ensure 
that it is done off screen which provides col- 
ours that are rock steady at all times. 



THE DISPLAY LIST 

The display list is stored in the form of a 
relocatable string (DL$) and is a normal mode 
zero display list modified to call up a DLI 
interrupt 24 times. Zeros (the heart charac- 
ters) have been included Ln the display list to 
produce the lined screen. A partially lined 
screen may be created by simply removing the 
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appropriate few heart characters from the dis- 
play list string. Thicker lines are obtained by 
replacing the appropriate heart characters 
with characters having ASCII codes of a mul- 
tiple of 16, If the display list is altered in any 
way. then the first two characters of the dis- 
play list string may need to be changed to 
re-ccntrallse the display in the normal way. 
The disadvantage of storing a display list as 
a relocatable string is that it must not cross a 
page boundary. If tt does, the screen display 
is effected in the same way as FOKEing odd 
values into location 560 and 56 1 , The cure is 
simply a matter of preventing this, which can 
be achieved by placing a REM statement con- 
taining about 30 to 50 characters at the be- 
ginning of a Basic program to push the whole 
program along a bii in RAM, The UEM may be 
removed alter further development of the 
Basic program 

USE WITH TURBO BASIC 

CES may be used with either Turbo Basic or 
standard Atari Basic since it PEEKs location 
89 and loads the sixth display list character 
according to the value found. This is neces- 
sary because of the different screen RAM 
addresses used in the two languages, 

The sixth character of the display list string 
may be changed permanendy by hand to suit 
a particular program which will avoid having 
to PEEK location 89, For standard Atari 
Basic, the Inverse "up arrow" character, ASCII 
code 1 56 is used and for Turbo Basic inverse 
V character, ASCil code 188 is used 

LOADING THE COLOURS 



provide virtually Instant screen colouring. The 
routines are described separately as follows. 

MULTICOLOURED SCREEN DATA WADISG 

This is achieved by using "COLOURS" via the 
USR command as follows .... 

X=USR(ADR(COLOUR$)AB.CO J C1 P C2 T C3,.«) 

where 

A selects line or character colouring (zero 
lor line and non-zero for characters) 

B is the first line to be coloured (0 to 23 
where 0 is the top line) 

Cz is the actual colour data (0 to 255) 

This routine may be used with a minimum of 
three parameters [A.B and C0J up to a max- 
imum of 26 parameters {A,B,CQ-C23], The 
routine is flexible and will only load as many 
colour values as there arc parameters in the 
command and therefore it is insensitive to the 
actual number of parameters used- The com- 
puter will therefore not crash if the wrong 
number of parameters are used- 

SOME EXAMPLES 

X=USn(ADR{C0L0UR$), 0, 0> CI, C2, C3, C4 .... C23) 

Will colour all 24 lines of the screen (not the 
characters]. 

X=USfl(ADR(COLOUR$),0 > 6 1 C1 ,02,03,04) 
Will colour four Hnc3 beginning with line 6. 

X=US«(ADH(CQLOUR$) l 1 J 5 ( 0 J 0 5 0 p 0 J OA0,0) 

Will set the brilliance of eight lines of charac- 
ters to black starting on line 5, 

X^USR(ADR(COLOUR$),1,1 0,0,0) 



CES contains two relocatable machine code Will set the characters on line 10 and 1 1 to 
string routines for loading the colour data to black. 
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POSSIBLE ERRORS 



potential of CES Version II L 



Because up to 26 parameters may be used in 
the routine, errors may result due to stack 
overflow (error 10) or line too long (error 14), If 
such errors are encountered, then a Basic 
FOR- NEXT loop can always be used instead. 

RESET AND PLAIN SCREEN COLOURS 

This is achieved using RESETS' via the USR 
command and is used to colour the whole 
screen with a single colour and to set all lines 
of characters to a single brilliance. The 
routine can be used with either two para- 
meters or with no parameters at all. When no 
parameters are used, the routine defaults to 
the standard colour values for a mode zero 
screen which is 148 and 202. The routine is 
used in the following two ways 

X=USR(AD R(RES ET$), A, B) 

where .... 

A is the screen colour and 
B is the character brilliance 



USING CES IN YOUR 
OWN PROGRAMS 

It is a simple matter to delete the example 
program from the listing (after saving it of 
course) and begin writing your own program 
in its place. When using CES in your own 
programs h it should be remembered that the 
48 colour registers in page 6 initially contain 
a zero which results, in a black screen with no 
visible text This can easily be overcome by 
initialising, at least temporarily, with X=LS 
R(ADR(RESETS)). 

As previously stated. CES Version III con- 
tains two additional machine code routines to 
load colour data at machine code speed. 
Although written for CES. they are complime- 
ntary' routines and do not form an integral 
part of CES itself and if either of them is not 
being used within a specific Basic program, 
then they can simply be left out. 



To reset the entire screen to the usual mode 
zero colouring of blue with white characters 
use .... 

X=USR(ADR(RE3ET$)> 

Of course, the firs t method using two para- 
meters could always be used instead thus 

X= USR (A D R ( R ES ETS) , A . B) 

where A= 148 and B=2Gi 

THE BASIC LISTING 

The CES program itself is the top part of the 
listing with the example program following. 
The example program shows some of the 

Page &s I 



A SMALL DISADVANTAGE 

Due to the use of machine code strings. CES 
has virtually no initialising time since there is 
no time consuming data to load. One possible 
disadvantage of this is that if a command is 
entered in direct mode, then a crash could 
result. This is because machine code strings 
float around in Basic and the respective vec- 
tor addresses for both the VB1 and the DLl 
would not necessarily contain the correct 
values and hence might cause a crash. A 
small price to pay for the advantages of CES 
Version 111. 

I hope you enjoy using the routine in your 
own programs. • 
' Atari User 17 
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BEHIND THE 



It's showtime again! 
But have you ever 
wondered how all 
those exhibitors get 
there? AMS stalwart 
Dean Garraghty 
explains all 



Over the years. I have written many 
AM S show reviews for the News/ 
Disk - Paper (my own magazine). 
These reviews give a good Idea of what actual- 
ly happened on the day Itself, usually picking 
up the slory at 5a, m, on the morning In ques- 
tion. But for us it doesn't start there at aUE 
This article wiil hopefully give you more of an 
Insight into what actually gets done before the 
day itself. 

We have to start thinking about the show 
some four mouths in advance. This Is when 
we get the information and booking forms 
from Sharward Promotions, the show organiz- 
er. The show is now so popular that you have 
to book and pay for the stand virtually as 



soon as the forms arrive in order to be sure of 
getting a stand- Once this has been sorted out 
we can usually forget about the show for 
some time yet 

The most difficult of shows to organise was. 
the November 1 993 show because we had 
Harold corning over from Germany for the 
day. Getting this sorted out alone was enough 
of a problem without thinking about every- 
thing else! As this show took so long to organ- 
ise. I will use it as an example of the work 
(hassle?) involved in getting a show together. 



INTERNATIONAL 
TRANSPORT! 

I had asked 1 larald earlier that year if he 
would be able to come over. It took some 
working out, but I larald decided that he 
could make; It, It was then that I had to "put 
my money where my mouth is" and actually 
turn that Idea into a reality; Luckily Harald 
made some of the arrangements and 1 organ- 
ised the rest. 

The ftrst problem was actually getting a 
plane from somewhere near Harald to some- 
where near me. We needed to get Harald as 
close to Doncaster as possible, but Harald 
needed to get a plane from as close to him as 
possible. Several possibilities came to light 
but some wouldn't really work. The plan we 
decided on involved Harald taking a 3 hour 
train Journey in Germany to get to a major 



IS 
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airport to arrive at Heathrow in the UK, He 
would then have to take a 1 hour tube jour- 
ney to Kings Cross to then take another lhr 
30mlns train Journey to Doncaster. The plane 
Journey itself took only an hour! 
[ took care of the UK train tickets and sent 
them over to Harald. fie would, however, have 
to sort, out the tube journey himself. There 
was, unfortunately, a slight problem. It was 
impossible to work out which particular train 
Harald would catch at Kings Cross. The plane 
could be late, the tube may take longer - I had 
to know In order to be at Doncaster station In 
time to pick Harald up, The obvious solution 
was for Harald to phone from Kings Cross, 
Sounds easy? Unfortunately not] We hit two 
small snags. Firstly, Harald would have no 
UK coins for the phone, 1 solved that by send- 
ing him some coins in advance, Next problem: 
[larald had never used a UK pay phone! [ had 
to send him details of how to use one! This is 
a good example of Just how much we have to 
think about while organising shows I 



UK TRANSPORT 

In addition to International worries. I had 
the rest of the show to think about! Our main 
problem has always been transport Getting 
ourselves there has in the past almost caused 
us to miss the show, Luckily, Richard Go-re 
was able Lo loan us bis van and drive down 
for us. John Boyle also offered to drive down 
as well in order to take Harald and Mike . 



The action starts to heat up about a month 
before the show when I have to decide what 
exactly we will be taking in terms of equip- 
ment and also stock. Having worked this out, 
1 have to set about and copy Jots of disks and 
organise lots of photocopying. This can take a 
while] 

Next 1 have to sort out the posters for the 
wall behind us. Yes. I'm the one who has to 
dream up what lo write and then write it It's 
not too easy on such bright paper. My eyes go 
all funny after a while! 

Next I do a layout plan for the stand. It may 
look like wc Just turn up and dump all the 
stuff on two tables, but we do actually work 
this out in advance! We need to ensure that 
people can see stuff, and that people can see 
usl Wc usually have more stuff happening 
behind the stand, and again we have to make 
sure we know what we've put where > although 
this doesn't stop us losing things E Advance 
planning means we don't waste too much 
time on the day. Everything is packed into 
boxes and labelled, We also have various lists 
of what we have taken down, and these are 
checked when we pack and unpack things. 
This not only covers stock, but also every- 
thing down to pens and blu-takl 



CALLING HELPERS 

In addition to Harald, bis of other people 
were coming along to help, all from different 
parts of the country. All had to be contacted 
and confirmed. The day before a show is al- 
ways chaotic. Have we done everything?, does 
everyone know what they're doing? I usually 
do all the packing the day before along with 
packing all the machines. It's then time to 
phone people to make sure there are no last 
minute problems. With Harald coming over 
on the Friday, Hie day before in November 
1993 was more chaotic than usual! I had to 
go and collect Harald and bring him back to 
my house. He was bringing over the labels for 
Bombi which we were to release at the show. 
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We quickly put all the labels on the ready 
duplicated disks and got back to more press- 
ing matters - our tea! 

The fun and games was to go on quite late 
on that particular Friday. Richard had to 
bring some copies of Allen Blast (or at least 1 
think it was this!) which he had literally just 
finished! Also. Richard had just transferred 
Fampy over from Germany, but it needed 
sorting out because it was on a PC disk. We 
fiddled for ages to get it to work, but I couldn't 
seem to be able to get the Atari side of things 
working. Richard went away with some bits 
and pieces and tried himself to get it working. 
Luckily it worked but 1 didn't actually get to 
see It working myself until the morning of the 
show! 

1 sometimes continue organising well into 
the night perhaps until 2a.m. I get about 2 
hours sleep, and then have to get up! This is a 
killer! 



WE'VE ARRIVED! 

We often say in reviews that "after setting 
up..." we do tills that and the other. However, 
the setting up part is also hard work. There's 
lots to be done before you lot come in at 
10a.m. We race against the clock, often still 
setting up minutes before the doors open. We 
usually get to the stand Itself about 7.30a.m. 
We then unload the van and go about un- 
packing all the boxes. At this point it is just 
chaos and we spend about half an hour Just 
moving things around in circles! Eventually it 
starts to take shape, Getting the machines set 
up and tested Is usually job one. Somebody 
then puts up the posters (usually me!). We 
usually take two tables of our own down 
which we use for a machine at the back of the 
stand, and one lor other bits and pieces. We 
usually spend ages finding something to prop 
these tables up with, because they always 
collapse! We then unpack the stock for the 
20 Page 6's JV 



day, some of which goes on what space is left 
on the stand and some of which Is left behind 
the stand [copies of all our commercial stuff 
and such like]. Getting all our used hardware 
and software to fit is often difficult, which Is 
why it is usually just in a pile I 
After all this is sorted out we have to spend 
six hours actually doing the show. Once the 
show is over, we then have to re-pack every- 
thing. If this takes as long or longer than it 
did to unpack everything, then we know we 
haven't sold much! 

BACK TO 
GERMANY 

For most shows it would now all be over, but 
in November 1 993 we had HaraJd over and we 
had to get him back down to London on the 
Monday. We had all this planned, but thanks 
to British Rail (who, as some people will prob- 
ably know, I don't have a lot of time fori), all 
the trains that morning down to London were 
running late. Twenty minutes of chaos fol- 
lowed on Doncastcr station. Nobody knew 
what was happening. The train finally arrived, 
but they knew that it would be further de- 
layed down the line. 1 wasn't too happy about 
all this and made It clear to BR that if Harald 
missed his plane 1 would hold them totally 
responsible. As it happened, Harald got on 
the plane with ONE minute to spare, but he 
had to run everywhere. He very nearly did 
miss his plane back. Conclusion: don't rely on 
BRI 

I hope all this has given you all some idea of 
the amount of effort we put In to shows, and 
how much has to be done to make it all 
happen, ft Is made easier with the help of the 
many people who we always thank at the end 
of the reviews. 

See you all at the next showl It won't be long, 
we ve already started work I • 

f Atari User 



Dean ©arraghty ^Software 

* PD Library it Commercial Software Publishing 
'k Magazine Publishing Jc Hardware/ software bought & sold 

SPECIAL OFFERS ARE CURRENTLY RUNNING ON ALMOST ALL OF OUR PRODUCT RANGE, 
INCLUDING P D. AT £1 PER DISK, AND MOST OTHER SOFTWARE AT DISCOUNTED PRICES, CALL FOR 
A SPECIAL OFFERS LIST. IF YOU DON'T HA VE A COPY OF OUR FULL CATALOGUE, THEN SEE BELOW 

THE ATARI 8-BIT NEWS-PAPER IS OUR MAGAZINE WHCH COMES OUT ROUGHLY EVEHY 3 MONTHS. THIS PUBLICA- 
TION HAS BEEN LARGELY IGNORED BY HOST ATARI USERS, AND SUBSCRIPTION NUMBERS HAVE NEVER BEEN 
GREAT. WE NEED TO SEE AN INCREASE IN THE NUMBERS OF SUBSCRIBERS, AND WOULD APPEAL TO YOU ALL 
TO PLEASE SUBSCRIBE. THE COST IS JUST f&OO FOR 4 ISSUES. IF YOU WANT TO SEE WHAT WEVE DONE SO FAR 
All 21 BACK >5SUES ARE AVAILABLE ISSUES 1 - 14 (ON DISK) ARE JUST ES.00 THE SET, ISSUES IS ~1» {PRINTED) 
ARE JUST £2.50 THE SET, AND 20 - 23 (ON DISK WITH A PRINTED COYER) ARE JUST £3.00 THE SET, ALL INCLUDING 
PAP- PLEASE MAKE AH EFFORT AND SUBSCRIBE! 

W OSDO XEROX BRANDED DISKS: £2.70 (1 BOX)/£5.00 (2 BOXES) INCLUDING P&PJ 

100 5W VERBATIM OSOD DISKS IN PLASTIC CASES; £16.50 INCLUDING P&PH 
PLEASE PHONE FOR THE LATEST PRICES ON W DISKS AND OTHER ACCESSORIES 

NEED ANY BACK ISSUES OF PAGE 6 OR ATARI USER*?? WE NAVE STACKS OF BACK ISSUES 
AT JUST 40p EACH OR 10 FOR C3.SO BOTH PRICES EXCLUDE PAP (CHARGED AT COST) 
XUXE POWER SUPPLY: £9.00 INCLUDING Pi P. ONLY 3 IN STOCK, CALL FIRST 
ALSO IN STOCK AT TIME OF WRITING; BGOXU, 1&10/XC12*. POWER SUPPLIES, SOFTWARE CALL FOR A PRICE LIST 

WANTED : ycut unwarned Alan hardwra&'sottwafe. We buy ditks, t£MXS. cans. bMlffl. mags, mag disks , and any Atari 
related hardware. Phone now for an immediate offer" Stocks of used handwar&'&oftwara are always avajlsbts lor safe. 

FNtlm ttWrfrtrtfpVfCftik^uf QfPQamt Ccmmrcti tuft***, pk** tmdSr Z5p tfinps plflCa fwtK^K customers) Ik 

D.G.S., 62 s THOMSON AVE., BALBY, D0NCASTER, DN4 ONU, ENGLAND 
PHONE/FAX: (01302) 855026 Mobile: 0378-590259 



NORTH OF SCOTLAND ATARI USER GROUP 



THE NOSAUG PD LIBRARY 

OVER 160 DOUBLE-SIDED DISKS FEATURING THE VERY BEST 
IN PUBLIC DOMAIN AND SHAREWARE FOR YOUR ATARI 8-BIT 

if NOW AVAILABLE it 

THE 1995 NOSAUG PD CATALOGUE 

FEATURING LISTINGS AND DESCRIPTIONS OF EVERY DISK 
SEND A STAMP FOR YOUR FREE COPY 

NOSAUG PD DISKS ARE PRICED FROM ONLY £1.20 EACH 
ONLY THE BEST PD MAKES IT ONTO A NOSAUG PD DISK 

NOSAUG, P.O. BOX 10001, PETERHEAD, AB42 6ZN 
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Review 



SEEING THE LIGHT 



Micro Discount have 
discovered some 
ROMs that Atari 
never released. Paul 
Rixon checks them 
out for value 



Remember those heady 'golden' years of 
Atari computing when software com- 
panies were still producing new games 
for XL/XE machines? The magazines were 
never short of product announcements and 
hopeful rumours. Sometimes the software 
made it into the shops and mall order cata- 
logues, but other times the reality was ■ no- 
thing. Why did organisations such as Ocean 
place full-page adverts in magazines but 
never release the featured software? Did these 
games ever exist, or were companies just test- 
ing the water? 

Following the recent discovery of Tube Bad- 
dies (see issue 72) we know that Atari Corpor- 
ation, for one, commissio ned games which 
were duly completed but never sold. Several 
excellent programs have remained unknown 
to all but the authors and. presumably, a 
small number of Atari employees. No doubt 
there are valid reasons why Atari put these 
games on hold, but it does seem a shame that 
p]T>£rammers' hard work may never be en- 
joyed, 



OLD SECRETS 
DISCOVERED 



Now for some good news ... Micro Discount 
have stumbled upon a small sup pry of 'un- 
known* games on ROM cartridge - blerzere r 
Tower Toppler and Dcflcktor - inside a con- 
signment of goods from Atari's Stateside 
warehouse. It appears that Atari's develop- 
ment section used ROMs to distribute prog- 
rams to their beta-testers, who were responsi- 
ble for checking them prior to final release. 
For these three games, the release never 
came. But now you can buy themt 



BERZERC 



Berzerc is the oldest game [it was completed 
in 1983) and, not surprisingly, the most 
graphically primitive, I've a feeling It may have 
surfaced before somewhere but it hasn't been 
widely distributed. Berzerc is a simple shoot- 
em up similar to the equally basic Kobotron 
2048, A joystick-controlled 'humanold' is pur- 
sued by a screen -full of Robot aggressors , 
Your task Is to shoot the baddies before they 
do the same to you, avoid a maze of walls and 
head for the nearest exit- If you take too long 
a bouncy 'thing' comes to get you, 

Berzerc would be a poor show if it wasn't for 
the inclusion of innovative software speech. 
'Intruder alert' says your Atari. The huma- 
noid must not escape' .,. "Chicken, fight like a 
robot I" ... L Got the humanoid, got the intrud- 
er 1 . Anything else? Well, you Just have to play 
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and see. Could be addictive , ihisl 



TOWER TOPPLER 



Tower Toppler dates from 1 987 and was de- 
veloped by Hew son. Page 6 reported in issue 
29 (my first!) that Hew son, who had previous- 
ly published hits including Uridium and Fire- 
lord for other machines, were turning their 
attention to Atari. How many Hewson/ Atari 
games can you think of? Well. Tower Toppler 
made it on the ST but the 8-bit version, which 
was evidently sold to Atari, stayed out of cir- 
culation. 

If you're keen on platform games. Tower Top- 
pler is a real treat. On the distant planet 
Nebulas there arc eight mysterious towers. 
Your job is to knock them down. To do this, 
you have to cli mb each tower using the peri- 
meter platforms whilst avoiding traps and ob- 
stacles designed to hinder your progress. The 
lowers arc protected by indestructible mole- 
cules, flying 'eyes', vicious robots and huge 
rolling cannonballs. You're equipped with a 
Snowball gun, but it's only effective on a few 
of the nasties. Some ledges crumble beneath 
you and others make you slip - if you don't 
take the correct route, you'll end up drowning 
in a poison sea. After each tower there's a 
mindless bonus round where you can shoot 
'fish" in a mini-sub, Then it's onto the next 
one. 

The graphics arc based on the Atari's high - 
est-rcsolution mode so there isn't much col- 
our Variety but the detail is very fine indeed. 
A clever technique is used to give the Im- 
pression you're walking around a circular 
tower. The features of the tower 'swivel' into 
view from the edge, as you walk to the left or 
right. There's a certain amount of Dicker In 
the screen borders (maybe this explains why 
Atari wouldn't sanction a release?) but this 
doesn't detract from the game itself. There's 
nice music at the start and suitable sonics 
throughout. Overall, Tower Toppler is a 
genuine quality product. 



DEFLEKTOR 



Deflektor is a US Gold development by Vor- 
tex Software for Atari Corp. It's dated 1989, 
which suggests that Atari may have had it 
lined up for their farcical "Games Centre" 
promotion, Around this time, Atari did pro- 
duce several new releases. 

It's a puzzle game similar In style to the 
high-quality imports from Germany and East- 
ern-European countries. The ROM boots up 
with the digitised sound of 'Deflektor', fol- 
lowed by an original tune and colourful intro- 
duction screen. Press the trigger and the 
game starts. The aim is to destroy boulders 
on each screen, using a laser beam The □cam 
is fixed in position at source but, using a 
variety of swivelling deflector 'gadgets', you 
can change the direction and find a way to 
reach different parts of the screen, Some ob- 
jects are destructible whilst others cause an 
overload on the laser. Some have special 
functions that help you to wipe out ctfierwlse 
inaccessible boulders. When all the required 
items have been zapped, you can move onto 
the next level. 

Like most puzzle games. Deflektor doesn't 
sound overly exciting on paper but addiction 
soon sets in when you start to play. The 
graphics arc competent and the playability 
rating is high, Deflektor is as good as - if not 
better than - other puzzle games that have 
made it into the market It's well worth InveS' 
tigatlon. 

There we have it - three great games that 
Atari didn't release. How many more have yet 
to be discovered? And how many authors 
were paid to write super games that were not 
subsequently published? Did Postman Pat 
ever exist? Will we ever know? ... 

Deflektor, Berzerc and Tower Toppler 
can be purchased from Micro Discount 
(0121 353 5730} while stocks last Each 
cartridge costs £1 330 inclusive. 



Page 6's New Atari User 



23 



xi/im — 

PROGRAMMING 



An introduction to ... 






Ann O'Driscoll 
continues her 
series of articles 
explaining some of 
the basic opera- 
tions of your Atari 



The Atari has 8 channels (numbered 0 
to 7] which are used to communicate 
with (Le, get information from or put 
information to) all the input/output devices 
such as the keyboard, the disk drive, the 
printer, and so on. These lines of communica- 
tion are the Input Output Control Blocks. If 
you want to use an IOCB in a BASIC prog- 
ram, the general procedure is that you open 
the channel up. tell the computer to transfer 
the data and then close the channel down 
again when you are finished. 



OPENING A CHANNEL 

While some operations (like LFRINT) have 
automatic OPEN/CLOSE channel functions 
built in to them, for other operations you 
must tell the computer what to do. The BASIC 
command OPEN links a channel to a device 
and takes the form 



where 
A 
B 

C 
D 



OPEN #A ,8,0,0 

= the channel (IOCB) number 
= a numbe r specifying the kind of ac- 
tion allowed 
= an auxiliary code, and 
b the device to be used 



The channel, is normally a number between 
1 and S, as the other three channels [0, 6 and 
7) are not always freely available to the user. 
Channel 0 is used for the screen editor (E:J, 
channel 6 is used for the screen display (SO in 
the graphics modes and channel 7 is used by 
LFRINT. LOAD, RUN. LIST and SAVE 
routines, 

The action number, is generally set at either 
4 or 8. For input/output operations the data 
will either be transferred from (readj or sent 
to (written) the device, input, or reading, is 
specified by a 4: output, or writing, by an 8, 
Other actions include reading the disk direc- 
tory (specified by a 6) and write and append 
(specified by a 9). 
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TO 1 REM tHIIIHIIIINMIIHIIIinit 

IE 2 RfH i EOCB'S - LISTING I I 
AG 3 REN I by I 

DM RBI # Ann O'Oriscnll 

KA 5 SEM I 

Zl 6 KEN I NEH ATARI USER - SEP 95 
TU 7 REM fllltlNlftllNNttllNfttllllt 
m 8 RfH 

UW 34 REN READING DISK DIRECTORY 
BH 36 REM 

EL 39 REN - DlNension a string to read f 

ilenms as they appear on the disk 
ST 41 DIN Aid?) 

JU 46 RfN — Close channel I then open it 
to read the disk directory. The files 

pec "DiJf.X" reads everything. * 
AE 49 REN ..You can change this too: E.g. 

'Dti.NS 1 will just read files with a 

,BA5 extender. 
BU 51 CLOSE ILiQPEN ftl,*,!, 1 ^:*.** 
HU 59 REN - Close channel 2 then open it 

-for keyboard input 
PL 41 CLOSE I2:0PEN 12,4,1,'K; 1 
FT &9 REN — Clear the screen, turn Or-f c 



vrsor, give instructions 
YA 71 GRAPHICS *:PQKE 752,1: POSIT) ft 2,3: 

? "READING DISK DIRECTORY, 
WD fll PflSITIffi 2 f 4:r *U PRESS SPACE T 

D SEE NEXT FILE" 
1U 89 R£H - Read filenme frai disk 

m n input ii, a* 

FI 99 REN — No (lore files 

YB IIB IF LEMMKI7 TUN 141 

LH 118 REN - Display 1 jfenaie, Af<3,IV> 

just gives the nane without the extend 

er. You can print the whole.* 
LJ IIP REN ,.!7 characters if you Mint - 

just change the A$ specification in LI 

ME 111 

HS HI POSITION 2, Hi? ' FILENAME; ';A* 
(3,11) 

U6 IIP REN - Get input rr» keyboard 
W 121 GET !2,K 

NH 129 REN - SMCE=32 f so go for nore in 
put. Otherwise go to line 118 and try 
igain 

flU m ON K*32 GOTO 9*:G0TD 111 
AZ HI mi 752,8 rEND 



Unde-rline i INVERSE CHARACTERS ■ [ ]= CONTROL + CHARACTER ■< > r INVERSE CONTROL + CHARACTER 



The auxiliary code h Is usually set at 0, Some- 
times you might see a value of 128 here when 
the OPEN command is being used to transfer 
data to or from the cassette recorder, because 
this speeds up the process. 

The device, can be any of the Atari's input 
output devices, such as the keyboard (K:). the 
printer [P:J, the disk drive (DO or the cassette 
recorder (C:]. If you're using the disk drive 
you must also specify the filename or range of 
filenames: For instance. 

OPEN #1 , 4 ] 0 ] <I D:TEST.BAS H 

opens channel 1 to read the disk file called 
TEST,BAS\ while 



Listing 1 

OPEN#3 I 6,0 J "D:*.FNT" 

opens channel 3 to read the disk directory for 
all Hies with a .FNT extender. The screen, 
editor (E:] H the screen display (S:) and the 
serial port (R:) are also considered to be de- 
vices. 



TRANSFERRING DATA 



Once you have opened a channel, linked it to 
a device and specified whether you are read- 
ing, wrtUrig H elc.n you must get the computer 
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to actually transfer the data, The BASIC com- 
mands to do this are PUT and GET (for single 
bytes) and INPUT and PRINT for strings. The 
details arc shown in Table 1 overleaf. 
The channel number is also specified in the 
command. For example, 

OPEN #1,4, 0, M K;" 

which opens channel 1 for input from the 
keyboard, would usually be followed by some- 
thing like 

GET #1,11 

which gets one byte from channel 1. 
Similarly, 

OPEN #2, 6 P 0, "D: V" 

which opens the disk directory for reading on 
channel 2, would be followed by a command 
like 

INPUT #2,A$ 

which reads a string [In this case, a filename) 
from channel 2. One thing to note here is that 
BASIC can only transfer strings of up to 1 1 9 
by Ecs at a time, so yo\i have to put in a 
for-ncxt loop if your string is longer than this. 
There is no such limitation with single byte 
transfer. 



CLOSING A CHANNEL 

When you, are finished transferring the data 
you should close the lOCB channel by using 
the BASIC command CLOSE #A where "A" Is 
the channel number. It's important to do tills 
because you will get an error message If you 
accidentally try to open a channel which Is 
open already - this applies even if the second 
operation is exactly the same as the first, 
Incidentally, closing a channel which is 
already closed does not cause an error - this 
makes it possible to precede the open state- 
ments with close statements in a program - 
often a useful way to avoid the "already open" 
error. 



TABLE 1 
DATA TRANSFER COMMANDS 

TYPE OF ACTION BASIC COMMAND 
INPUT (READ) GET (bytes) 

INPUT (strings) 

OUTPUT (WRITE) PUT (bytes) 

PRINT (strings) 



PRACTICAL EXAMPLES 

Some simple examples of IOCB operations, 
using the BASIC commands discussed here, 
arc given in LISTINGS 1 and 2. The first prog- 
ram opens channel #1 to read the disk direc- 
tory [LINE SO) and prints the results on the 
screen one file at a time, LINE 60 opens chan- 
nel #2 for keyboard input and the next file Is 
displayed each time the spacebar is pressed. 
In both cases, the channels am closed before 
the OPEN statement, as mcnUoned above. 

The second program uses channel # 1 to save 
a Graphics 7 screen to disk and then reload it 
back again. This should work with the casset- 
te recorder if you change 'DiIOCBTEST.PIC" 
to "C: ,r in LINE 90 (saving) and LINE 260 
Goading]. (You must also remember to rewind 
the tape before loading,) The program uses 
single byte [PUT and GET) transfer. 

The REMs should give a good idea of what 
Listing 2 does. A Graphics 7 screen is drawn 
at the start of the program. LINES 110 and 
120 save the graphics mode (memory location 
87) and colour registers (locations 708 to 712] 
to a disk file called lOCBTESTPIC which was 
opened for writing In LINE 90. LINE 130 
works out the number of bytes to be saved. 
The pointers for the start of screen RAM [de- 
fined as SC in the program) are at memory 
locations 88 (low byte) and 89 (high byte). The 
pointers for text window RAM (defined here as 
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TO 1 REN ttHllfflllitllillltlllliN 

JH 2 REM If IDCB'S - LISTING I t 
AO 3 REM i by I 

a 4 REM f Ann O'Driscolf t 

KA 5 REM I I 

ZT i REM I NEW ATARI USER - SEP 95 1 
TU 7 REM ttlHItfttlllilttllllitllltltl 
ffi B REM 

YU 34 REM SWING AND LMDING DATA 
TM 39 REM - DIMH SCREEN IN GRAPHICS 7 
EZ 48 GRAPHICS 7:P0KE 75.2,1 
m 5ft FOR R=8 TO 79^C0LQR RsPLOT IpRiOflAH 

TO 15?,ffsNEXT R 
3P 59 REM - WAIT FAR KEYPRESS 
m 48 PflKE 7*4,255:? TE5C ,TAB1 Press i 

Key to save 1 j? 1 [ESC JABJ this screen 
to disk* 
TT 71 IF PEEK<744)-2S THEN 71 
NC 7? REM - OPEN CftWEL 1 FOR OUTPUT 
Iff 8ft CLOSE II 

BE 9* OPEN il^VDilOCffTESLPlC' 
EM (19 REM - SAME GRAPHICS HOPE 
YH HI PUT fI,PEEK(87) 
ZN 119 REM - SAUE COLOURS 
FV 121 FW N=788 TO 712:PUT i],PE£R(N};NE 
XT N 

Rl 129 m - WORK OUT NUMBER OF BYTES b 

etween the start o-f screen ran (SC) an 

d text window ran (TU) 
XZ 131 SC=fEEK(8fi)t25d5fPEEKC8?):TW=PEEK(i 

48H254IPEEK(44lh&=TK-SC 
PH H9 REM - WE BYTES 
XY I5fl FOR te* TO BiPUT ll,PEEK(SC+Ni :N£X 

T N 

LJ m CLOSE II 

ZF 199 REM BACK TQ GRAPHICS t ■■ 
PX 288 GlttPHItS 8:P0KE 752 , J : POSIT] ON 2*6 
Fl 21ft ? a [ESC,TABngHRHR][R)!RHR] 
IRHRHRIERHRHRMRHRKR] 
[RHR][R][R][R}IR][R][R][R][R1 

nv 

ZU 215 ? '[ESCJABJI The Graphics 7 serf* 

n r 

UL 22ft ? -[ESCJABII has been saved. Now 



ii I* 

DA 225 ? M ESC, TABU will reload it again 

r 

TY 238 ? 1 [ESC JABI [ZHRHRHRHJJHR3 
IRlERHRKRHRKRHRHitlm 
lft][RI!K][RJ[R][R][R][R][RHR] 
[«"!? 

Gfi 235 ? '[ESC,TABl[fl][R]tR]IR][RlER] 
[RHRJIR][RHR][R][R][R][R] 
[R][R][RHR][R]IR][RHR][RKR] 
UV 

W m 7 B tESC,T«| PRESS A KIY T0 HELQft 

d r 

Gfi 245 ? ' E ESC ,TA9] [Z H R] IRJERHR] tR] 
IR][RICR][R][R]{R][R][R][R3 
[RJIR][R1ER1£R][R![R1[RJ[R][R) 
fCl" 

m 259 REM - Will FOR KEYPRESS 

Mil 248 POKE 7*4,255 

ffl 271 IF rtEM7tf)=Z55 THEN 278 

BC 279 REM - OPEM CtfWEL 1 FOR IMFITT 

W 288 OPEN l] f 4,l, B D:]0CBTEST»PIC B 

XK W REH - im GRAPHICS NODE , ,*n*f g 

o into that Hde 
DC 318 SET lljGiGMPHICS 6 
SB 315 POKE 752,kREM Turn a-H cursor 
PZ 319 REM - LQAO COLOURS and put th 

* values in the colour registers 
16 328 FOR H=7I6 TO 712:GET il,CsPDKE N,C 

:NEXT N 

DH 329 REM - WM DOT NUMBER OF BYTES . 

. between the start of screen ra> and 

text window ran: i.e. screen size 
YB 338 SC=PEEI{(BB)425dlPEEK<89) f m=PEEK<4 

4*M2543PEElU44l>itfc="IH-SC 
MO 34? REM - LOAD BYTES and prte then 

into screen ran 
1U 358 FOR M=ft TO 8: GET il^POKE CSC*N) 

,BB:NDa N 
LY 35S CLOSE II 

W 348 POKE 744 j 255 i POKE 752,8 
HS 371 ? 'All done;'; 
01 388 END 
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TW) are at locations GGQ (low byte) and 66 1 
[high byte]. It follows that TW minus SC gives 
us the number of bytes between the start of 
screen RAM and the text window and this is 
the amount that the program saves. LINE 150 
saves the bytes one at a time using the PUT 
command. The screen goes back to Graphics 
0 when the operation is completed. The load' 
ing routine simply reverses the process: LINE 
280 opens the disk file for reading. The 3 
blocks of information - graphics mode, col- 
ours and screen bytes - which were saved 
earlier are now read from the disk file and put 
in their correct place. On running the "reload" 
part of the program^ you may notice that the 
disk drive continues to transfer data to the 
compu ter after the screen has been redrawn - 
this Is because there are a number of spare 
bytes between the end of our screen and the 
start of text window ram, A more exact defini- 
tion of bytes to be transferred in LINES 130 
(saving) and 330 {loading] would be used to 
stop this happening in a "real" program, but it 
didn't really matter In the demo here. 



A MACHINE CODE 
ROUTINE 

Willie Program 2 adequately shows how an 
IOCB can be used to move large amounts of 
data to and from a device, if you try it out you 
will find that Jt is quite slow. Tills Is even 
more of a problem with a higher resolution 
screen such as Graphics 8. The last program, 
Listing 3, modifies program 2 to incorporate a 
short machine code routine to speed up the 
data transfer. In order to understand how this 
works, we need to know a little bit about how 
lOCBs are organised in memory, because part 
of the process involves storing certain values 
in the chosen channel's memory locations in 
RAM. 

To use the machine code routine we OPEN 



to i rem iHiitiimttimiiititiiiiiiii 

KK 2 REN I IOCS'* * LISTING 3 t 
AG 3 HEM I I 
GX4REHI Ann ll'Dmcell t 

KA 5 REM 1 I 

ZT d REN i NEW ATARI USER - SEP 95 t 
TU 7 REM tlli1tltHimiII#lftlMtll 
ffl 8 REM 

JC 34 REM - M/C CADE 

FX 36 DIM HCiU) :F0R r*=l TO <S:READ B:MD*< 

N,N)=CHRi(B) :NEXT N 
PO 38 DATA 164,142,16,7^84,2213 
TN 3? REM - \m SCREEN IN GRAPHICS 7 
11 41 GRAPHICS 7 ! POKE 752,1 
AG 58 FOR R=8 TO 79; COLOR RsPLOT 8,RsDIW 

TD 159,R:NEXT R 
Sf 59 REM - mil FOR KEYPRESS 
GS 66 POKE 74V55:? '£ ESC, TAB] Press a 

Key to save 1 j? TESCJAS] this screen 
to disk' 
TT 71 IF POEK{764)=2E THEN 71 
NC 79 REM - OPEN CHflfflEL I FOR OUTPUT 
LO 8B CLOSE II 

BE n OPEN #l s e j i t B D:IOCffTEST,PlC 
EH 189 REM - SAVE GRAPHICS MOW 
YK lie PUT ll,PEIKC87) 
ZM 119 REM - SWE COLOURS 



FV 129 FOR N=788 TO 7l2iPUT il,PEEK<N) :NE 
XT N 

R] 12? RIM - HORK BUT NUMBER OF BYTES b 
etween the start erf screen ran (SC) an 
d text window ran (TW) 



See riglrt for lisling conventions 



the channel as before, POKE certain values 
into Ihe channel's RAM locations and have a 
MC routine to call up the Atari's Cen tral 
Input Output (CIO) facility, which looks after 
the transferring. We enable the routine with a 
USK call, 

FLAM memory locations 832 to 959 are reser- 
ved for the 8 IOCBs. Each channel is allo- 
cated 16 bytes: Channel 0 has locations 832 
to 647 K Channel 1 uses 648-863, and so on. 



25 



Page 6's New Atari User 



XZ 131 SD=PEEK<fla)+254»PEB((8?>jTI*=PEEK<i 

4BK25tfP£EK(££l) jB=TM-SC 
HF 149 REM - BffJE BYTES USING HE ROUTINE 
TZ 15B F= 1 1 : REM nuiber for 1KB routine u> 

hen diti is being SAMEd. 
UJ 168 GOSH 988 
ZF 199 REN SftCKTtt SRftFtilCS 8 
PX 218 GRAPHICS §:P0KE 752,1: POSIT ION 2,4 
FI 211 ? *[ESCpTAfi][Q1[ft][RHRJtRH&] 

CRHR]CRHRKR][RKR][R][R} 

[R][R)IR][RKR]E«]tR][R3[R][R] 

[El» 

ZU 215 ? 9 EESC,TAB]| The Graphics 7 scree 
n | 1 

UL 228 ? »IESC i TAM| has been siwed. Now 
ue r 

OA 225 ? "EESGJABJI Mill reload it again 

r 

TY 2» ? 'EESCpTflflirZIEBlIRIERJIRHR] 
[R]ER][RJ[R][R3Ef][RHR]IR1 
ER]IR1ER]IR1ER][R]ER1[R1[R2IR] 
Id':? 

GB 235 ? ' [ESC,TAB1 1 Q] [R1ER] [RHR] [R) 
IR][R][R][R][RHS]TR]ERHR] 
ER3IR]ER][R]ER][R][R][R][R)[R] 
IE} 1 

UY 248 ? "EESC,TAB1| PRESS A KEY TO RELQA 

D r 

GQ 245 ? ■IESC ! TAB][Z][RltR]IRUH]IR] 
IS][RHR][RH8][R3tR][R][R] 
ER](RKR]Ctl[RHR][R]IR]IRIER] 

ici- 



m 259 REN - mn FOR KEYPRESS 



HU 26% POKE 744,255 

91 271 IF PEEK* 744)2255 THEN 278 

BC 279 REN - OPEN ClWftEL 1 FOR 1NP UT 

UO 2@t OPEH #1,4,8 p , &:IQCffTEST,^ > IC , 

XK 389 REM - LQAfl GRAPHICS MODE ..and 5 

o into that node 
DC 318 GET ll,6;GMPKICS 6 
58 315 POKE 752,i:KM Turn off cursor 
PZ 319 REN - im COLOURS and put th 

e values in the colmr registers 
IE 328 FOR rt7t8 TO 7l2:GfT il v CsPWE N f C 

tffXT N 

OH 329 REM - NORK OUT NUMBER OF BYTES . 

. between tne start of screen rat and 

text window rann.e. screen size 
YB 338 SC=PEEK(B8)42MPEEK<89):11#PEEK<4 

6BH25ttPEEIKMl):&=TW-SC 
OE 349 REM - LOW BYTES USINfi NC BOUT 1 ME 
BR 351 F-7:REM number for IOCB routine wh 

en data is being UMDed 
IK 355 GOSUB 988 
m 368 POKE 7A4,255iPffiE 752,8 
HS 37B ? 'Ail done:'; 
01 388 END 

US 899 REN THIS IS M IOCS ROUTINE 

FQ m ]0C8=84S:POKE I0CB+2 f FiPflKE IOCfl+4 

,PEEK(88):P0KE ^PEEKtB?) 
m 911 H*IlfT< B/254) :L=B-HI2S& : POKE IOCS* 8 

pUPKE I0C8+9 f H 
BH 928 l=dSR(AfiR(NW) j CLOSE tlsRETWW 



Underline = INVERSE CHARACTERS ■ [ ] = CONTROL + CHARACTER < > = INVERSE COlfTFOL + CHARACTER 



The relevant bytes hi the 16 byte IOCB (where 
"lOCB" is the first byte) which must be 
POKEd are as follows: 

IOCB + 2 holds a number to signify the 

transfer co mniand . Wc place an 1 1 in here 
to PUT (save) data or a 7 to GET tread) 
data. 

IOCB +4/5 hold the low byte and high byte 
respectively of the starting memory 



address the data is being transferred from 
or to. In our case, this wtll be the screen 
RAM pointers at locations 88 (low byte) 
and 89 (high byte), 

IOCB + 8/9 hold the total number of bytes 
being transferred (called the "buffer 
length") In low byte/high byte forma L You 
divide the number of bytes to be moved by 
256 to split the figure into its low/high 
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TABLE 2 

MACHINE CODE ROUTINE TO CALL CIO 
op code decimal 

PLA 104 Pull accumulator from the 
slack 

LDX 162 Load the X register with.. 
16 .the number 16 (signifies 
channel 1) 

JM P 76 Jump to memory location . 

96 ..low byte 

228 .. high byte 

(CIO ROM location at 
86f228x256-5S454) 



components: The integer or whole number 
part, is the high fcyte, while the remainder 
1& the low byte, 

LISTING 3 saves and loads the graphics 
mode and colours using BASIC, as before. 
The IOCS routine at LINES 900-920 is called 
up for the screen transfers. IOCD+2 is given a 
value of 1 1 (defined in LINE 1 50) for the 
OUTPUT routine and a value of 7 [defined in 
LINE 350) for the INPUT routine. The starting 
address (IOCB +4^5] and number of bytes 
(IOCB + 9/9) are the same for both opera- 
tions. 

The USR call In LINE &20 enables the 
machine code routine once the IOCB loca- 
tions have been POKEd correctly. The 
machine code routine itself is set up In LINES 
36 and 3S of Program 3. This simply calls up 
the Central Input Output facility to do the 
work, having first told It which IOCB we are 
using. The CIO operates on the channel num- 
ber held in the CPU's X Register, Our routine 
puts a 16 here because we're using channel 
#1; a value of 32 would signify channel #2 H 48 
for channel #3, and so on [because each 
channel takes 16 bytes), TABLE 2 summar- 
ises the machine code details. 



NEW 
PHONE 
NUMBER 

FOR PAGE 6 

Please note a small change 
in our phone number which 
Is now 

01785 241153 

That is the same number 
with a 2 before the original 

number. No doubt BT will 
put you right if you still dial 
the old number 



FINALLY ... 

That Just about covers the basics on input 
output control blocks. One final point Is that, 
while the main programs here have been used 
to demonstrate the saving and loading of a 
graphics screen, iOCBs can also be used to 
transfer diverse blocks of data such as names 
and addresses, locations in an adventure 
game, or questions and answers in a quiz 
program. For instance, a list of phone num- 
bers in a string called PS could easily be 
transferred to disk or cassette using the proc- 
edures outlined here. In this case, the start- 
ing address of the data would be ADR[P$) and 
the number of bytes to be moved would be 
LENfPS]- Both of these numbers could be split 
Into high/low bytes by dividing by 256 ■ LINE 
9 1 0 of Program 3 shows how this is done. • 
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NORTH OF SCOTLAND ATARI USER GROUP 



FUTURA 

THE NOSAUG NEWSLETTER 

A RUBLICA TiON ON DISK FOR YOUR ATARI 8-BIT 

Every issue of Futura contains a wealth, of tr\forrr\a,tior\Jor your Atari 
3-htt including editorial* ruews, trivia, reviews, <&mp^Utians t books, 
music, programming, hardware projects, desktop publishing, etc* 
PLUS top quality software Jrom Fi±tu.rians and the public d&tnatn. 

FUTURA ISSUE 17 -OUT NOW! 

Prices: DISK - £1.95 (£10 for a 6-tesue subscription) 
CASSETTE + PRINTED COPY - £3.95 
Back issue disks 1-16 srs still a variable at only £1.50 each 

P tease make cheqtues/p,o, r s payable to "S.J. Murray" and send to 
NOSAUG, P.O. BOX 100D1, PETERHEAD, AB42 6ZN 



NOSAUG - AN ATARI & -RIT USER GROUP! 



Page 6/New Atari User 

BACK ISSUE 
CLEARANCE 

We are clearing out most of our 
back issues so take this chance 
NOW to complete your collection 

ISSUES 3 1 to 67 

(creep* Inane* 32 and 35) 

ONLY£l 

each 

[postage free In UK, postage at cost overseas] 

Check the order Jbrm 
with this issue 



chaos! computers 

PO BOX 30 MANCHESTER M19 2DX 
Telephone: (0161) 737 1946 

THE HYPER DRIVE 

The HYPER DRIVE it an eweiiy ;r.HUdlltd hardware and software 
pHukafie for the Atari ]050 disk drive and ie available exclu- 
sively from CHAOS COMPUTE fiS. FllUnis the HYPER CI3V£ 
rii|uiraii mi HprciuL lcn:k or euLderijig and. once installed offers 
the following features: 

w Improved drive gpceda - up U» 4<XHs fiuter 

* SupptflH Si^gLe, Dual and True Double Den&ty 

* Reduction of disk, drive wear 4 tear. Whole trftau JUt 
stored in the HYPER DRJVEV cm-board RAM 

* Sector Skew m no longer required to obtain high-speed m 
with the US Doubler 

■*■ The HYPER DRIVE tan ReadWriLe a whole track in the 
time; it takes, a unenhanoed 1050 to Head/Write a eoctor- 

w HYPER DRIVE Faet Write, Thin m/nicm !■ Gaiter than other 
HVrttema which write without verify 

* The HYPtft DfSVE (Ver. ID Software Package ie «w «f lh* 
meat advanced utility package* ever written and offers: 

HYPER FAST DOG EfiPERCOMPACTION 
HYPES SECT0K COW EH DIAGNOSTIC TESTER 
HYPER BACK! IP SYSTEM AHCHIVERfl 10 EMULATION 
US D0UBLER EMULATION MULTi DRIVE BACK-UP 
#The HYPER DRWE ran be mad* t* appear invisible ta any 
Hoftwnft! which checks to see if *uch a device is present 

* Will run all existing DOS formats including: BpartaDo*, 
ILnppy Wnrp Speed. MyEto* find other Hinh-Spiid swaLema 

* A amipifeheriiave 2h-pa& 5 nalallation & Operating Guide 

The HVPTR CTAT ftn^ino-nwint far th« Atari MM disk drive 
im ju»t £30.00 and, for a limited time, includes the hij 
regarded disk duplication system MyCopvR: w:th ful 
rtfmrtian, ASStOLUTRLY FREE. 

PLEASE MAKE CtiEGUES.'P.O/ft PAYABLE TO: PAUL HOLLIN5 
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HARDWARE 




J 



VE GOT A PRINTER! 



One of the most 
difficult items of 
equipment to choose 
is your first printer. 
John Foskett might 
be able to help out as 
he tells the story 
behind his purchase 



About a year ago, I decided that It was 
time that I Invested in a printer but 
was continually put off by the vast 
number available and of course by the nag- 
ging question 'Would they work with the Atari 
8-bit?" As far as connecting leads were con- 
cerned, there were many about nicely pack- 
aged in the shops which were ideal for a PC. 
but not for the Atari. When asking about 
printers in the various shops, I got many 
blank looks from sales staff upon mentioning 
"Atari" and got many extremely unhelpful 
comments like "What's that?". They tried to 
look knowledgable by throwing in phrases like 



"Epson standard" and n Centronics parallel In- 
terface". 1 was even given what must be the 
biggest cop-out of all time "If you have the 
software to drive It, then it can do anything". 
About as helpful as saying, if you have the 
money, then you could own the worldll! 



WHAT TYPE 
OF PRINTER? 

The first decision to be taken was to decide 
what type of printer would best suit my needs 
and the obvious choice for me was clear I 
needed a letter quality (LQ) printer since 1 
wanted to use it for all my correspondence 
and so a near letter quality {NLQ] 9 pin dot 
matrix printer was out of the question. Wait- 
ing for ink to dry and the inevitable smudging 
put me off of the Ink Jet range and so the 
answer became obvious, a 24 pin dot matrix- 
printer. 

Reading an article in the DOS (Dean Gar- 
raghty Software) newsletter number 15 about 
the Panasonic KX-Pl 123 told me that a trip to 
our local Argos store (Kingston) to look at one 
was called for and being one of the main 
showrooms they were bound to have one. 

Looking at the KX-PI 123, It was large and 
heavy but looked to be very well made with 
quite a complex control panel. It looked to be 



about the best choice of 24 pin dot matrix 
printers in the price range {about £175], but 
due to circumstances beyond my control I 
was In no position at that time to purchase 
one. A few weeks later, the new Argos cata- 
logue was published and looking through it I 
was amazed to find that the KX-Pl 123 had 
been discontinued and replaced by the KX- 
P2123, a colour printer. I didn't need a colour 
printer and I certainly didn't see any point in 
paying another £30 to £40 for something I 
didn't need, so I asked the obvious question 
and was told the obvious answer Tf it's not in 
the catalogue, It's not available", A trip to 
some other shops In our locality proved to be 
just as disappointing and so the obvious 
question that came to mind was "What was 
wrong wilh it?" or "Was It wrongly priced?". 
Prior to its disappearance wherever 1 saw the 
KX-Pl 123, there was the smaller Epson range 
of printers sitting beside it and, looking in our 
local Tandy store, I took an interest in the 24 
pin dot matrix Epson LQ100 (presumably 
'LQ 1 ' stands for 'Letter Quality % 
Having decided to purchase an Epson 
LQ 100, my next step was to consider driving 
it and a telephone call to Derek Fem (Micro 
Discount) was next on the agenda. Speaking 
to Derek about connecting a printer, he told 
me about the Microprint interface. 



THE INTERFACE 

The Interface Is basically a lead of about 1 
metre In length with a small electronic unit 
built Into a larger than normal Centronics 
connector at one end and the usual Atari 
connector at the other. The electronic unit 
converts the serial data output from the Atari 
Into the parallel Centronics standard to suit 
the printer and It Is powered directly from the 
Atari so no further power supplies are re- 
quired. The Interface unit simply connects the 
printer to a vacant peripheral connector 
which is most likely be a connector on the 
back of a disk drive. 

An important point to note here is that the 
interface is the only lead necessary to connect 
a printer to the Atari When purchasing a 
printer, the sales staff will most likely try to 
sell you a lead to connect it to a PC. telling 
you that such a lead is essential. Such a lead 
is NOT essential for the Atari Classic and 
would therefore be a waste of money , 



SHOPPING AROUND 

1 decided to shop around to see if i could 
beat the Argos price and had a look through 
the "Computer Shopper" magazine. This 
proved to be a nightmare since its more like 
looking through a telephone directory. I final- 
ly went through the magazine and tore out 
every page which mentioned something to do 
with 24 pin dot matrix printers and then 
discarded the magazine. Looking through the 
torn out pages, 1 compared the prices and 
delivery charges of several different types of 
24 pin dot matrix printers and found that the 
Epson I jQ 1 00 was one of the better buys for 
the price range. The cheapest supplier (or the 
LQ 1 00 turned out to be a company named 
"Computers by Post" of Wembley. I first tele- 



33 



Page 6's New Atari User 



F&g& (Ts {few Atari User 



33 



phoned them to make sure that they had an 
LQ 100 before ordering one and to confirm the 
price and order number, (I actually found that 
the printer was a pound cheaper!) 

Including the delivery charges and VAT, I 
paid £1 19 for the LQ 100, £20 cheaper than 
the special bargain price of £1 39 in Tandy 
(Sep /Oct 1994]. The price in the latest Argos 
catalogue (Feb 1995) is £129, which IVe still 
beaten by a tenner! 1 didn't have to wait long 
for the delivery cither^ I posted my order on 
the Tuesday and had the printer delivered the 
following Friday morning, I have no reserva- 
tions about recommending "Computers by 
Post", telephone 081-982-6380. 

One point of interest is that in the whole of 
the Computer Shop per magazine , I only saw 
the Panasonic KX-P1 123 mentioned once!! 



PREPARATION 

After unpacking my new LQ 100 printer, the 
first thing to do was to open it up and remove 
a piece of packing material (thick card) from 
the print head mechanism which was in- 
cluded to prevent damage during transit. 
Operating the printer without first removing 
this could damage the mechanism, The rib- 
bon cartridge was packaged separately in the 
box and had to be fitted which was a simple 
matter of clipping it in place around the print 
head. The mains lead was also packaged 
separately and is about 2 metres long ready 
fitted with a 1 3 Amp mains plug. 



retaining clips actually prevent the interface 
from being plugged into the printer and are 
best removed using a pair of long nosed 
pliers, 

THE PRINTER ITSELF 

Firstly the manual supplied with the printer 
is AS in size and is called a user guide rather 
than a manual and is literally just that, a 
guide. The user guide gives some plainly 
obvious information but leaves the reader to 
work out the more complicated details such 
as how lo change the size of the scalable 
fonts. 

The printer itself is quite compact measuring 
about 15" [375mm) wide, about 10" (250mm) 
deep, about 5" (125mm) high and weighs 
lOlbs (4,5kg), The paper guide when fitted 
increases the height to about 10" (250mm). 
looking at the printer from the front, the 
Centronics connector, for connecting the in- 
terface, is on the left hand side and the mains 
lead plugs into a socket on the right hand 
side. 

The printer may be used in cither the normal 
flat position or if required in an upright posi- 
tion. The upright position allows the use of 
the single sheet manual feed which is under- 
neath the printer when viewed in the Oat 
position. In the flat position, the paper tray is 
used which has to be fully extended before 
use and is designed to hold up to 50 A4 
sheets. 



A SLIGHT MOD 



THE CONTROLS 



Before connecting the interface to the prin- 
ter, it is necessary to remove the two small 
retaining clips from either side of the connec- 
tor since these are intended for retaining a 
standard, connector and noL the interlace. The 



Apart from the main on/olf switch and the 
"power on 1 ' indicator, the LQ 1 00s control 
panel comprises of just two push buttons and 
two LED indicators. There are seven built-in 
fonts, each selected in sequence by pressing 
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the left hand push button and indicated by 
ihe two indicators with a combination of a 
steady glow or flashing. The right hand push 
button is for "form feed 11 purposes such as to 
remove a sheet after printing or to continue 
printing after refilling the paper tray. 
If the printer is switched on whilst holding 
down one or both of the two push buttons 
then the built-in functions are actioned as 
follows; 



shadow, condensed, proportional, etc. The 
actual character sets themselves can be 
changed within a single document under soft- 
ware control to allow different languages to be 
mixed such as for printing translation lists 
from English to Arabic. Russian to Greek, etc, 

TECHNICAL DETAILS 



1) Switching on whilst holding both push 
buttons prints the Epson LQ100 test 
sheet 

2) Switching on whilst holding the left hand 
(font) push button enables the set-up pro- 
cedure 

3) Switching on whilst holding the right 
hand (form feed] push button prints the 
current characters 

Further use of the two push buttons is made 
as a Yes or No option during the set-up proce- 
dure which the LQ100 stores in memory and 
uses as the default every time the printer is 
subsequently switched on. 

There is an internal lever for altering the 
paper thickness setting which has Lo used to 
accommodate the printing of labels and en- 
velopes. 



CHARACTER SETS 
AND ENHANCEMENTS 



The LQ 100 has several different character 
sets built-in to suit different languages such 
as Arabic. Greek. Russian, etc. Some charac- 
ter sets have graphic characters allowing sim- 
ple diagrams to be printed whilst others have 
continental characters. 

The printer can be software controlled to 
provide enhancements to any of the charac- 
ters such as bold, underline, italic, outline. 



The LQ10O printer has an 8K buffer, a print 
speed of 72 CPS (Characters per Second) In 
letter quality (LQ] and 200 CPS in draft. The 
noise level of the printer is 50dHA. 

The printer has 7 built-in fonts, 5 arc letter 
quality {LQ] which are Roman. Sans Serif, 
Courier. Prestige and Script. It has 2 draft 
fonts which are Draft and Draft condensed. 
The Roman and Sans Serif fonts are scalable 
in size from 8 point to 32 point in 2 point 
increments. 



PUSH FEED TRACTOR 

An optional push feed tractor unit is avail- 
able for use with continuous sprocket fed 
fanfold paper and self-ad hestve label sheets. 
The push feed tractor fits onto the back of the 
printer and allows the fanfold paper to be fed 
into the printer from below, 



SINGLE SHEET 
PAPER FEED 



When looking inside the printer, the two 
pressure rollers can be seen to be a tittle 
off' set to the left which allows the use of 
smaller sized sheets. As a guide, I would re- 
commend using a minimum sheet size of AS, 
which has half the area of an A4 size sheet 
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MICRO DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 0121-353-5730 FAX: 0121-352-1669 Internet: dfern@demon uM 



DISK SORT" WAR 



£2 IB BAKER STREET 
ADAM 

ALTERNATE REALITY 

BANG BANK 

BATTLESHIPS 

BLACK LAMP 

CROSS COUNTRY R0A& 

RACE 

CHESS MASTER 3000 
DALLAS QUEST 
DARK ABYSS 
DEIMOS 

DARKNESS HOUR 

DRACONUS 

FRED 



F-1S STRIKE EAGLE 
FOOBLtTZKV 
GAUNTLET 
HAWK QUEST 
INSIDE 

KENNEDY APPROACH 
LASER HAWK 
MERCENARY 
MtCROX 

MUSIC CONSTRUCTION SET 
MECZE VALDGJRA II 
OPERATION BLOOD 

PRINT LAB V2 
SUPERSCRIPT 



SEXYERSI 

SPITFIRE ACE 

SOUND TRACKER 

STRIP POKER 

STAR WARS 

SPECIAL FORCES 

T34THE BATTLE" 

TACALON 

THE CURSE 

THE BH UNGUES 

THE BR U MOLES EDITOR 

THE LAST GUARDIAN 

VIDEO TITLE SHOP 

ZONE PATROL 



NEW ... NEW ... 



TUBE BADDIES 

STAHBALL 

BARBARIAN 

TECHNUS 

TOP SECRET 

TECHNOJD 

DEFENSOR 

JASKIMOWIEC 

CRYPTS OF EGYPT 

TROW 

Pre reteue Demo TOPPINGS 
PRINTWORKS (1P29 printer 



HARDWAR 



ATAR1 1030 COLOUR PRINTERS 
ATARI LIGHT PEN & SOFTWARE 
MICRO PRINT CENTRONICS 

INTERFACE 
WIZrTRONCS 25iK SWXL UPGRADE 
GM. TRANSFER CABLE - 

PC TO ATARI O-HIT 
720K 3.5 INCH DISK DRIVE INTERFACE 
'NEW* 1050 DRIVE MECHANISMS 
1027 INK HOLLERS 

COLOURED INK RIBBONS 



COLLECTORS ITEMS 
CARTRIDGES - LIMITED STOCK 


G EMULATOR 

Run ST software 
on your PC with 
this ST emulator 


Never rofoased Pre-Production CalrkSges 
BERZERC / DEFLECTOR 
TOWER TOPPLER 





Pull price detail* are available In the 
Micro- Discount Database Magazine only £1 per copy 
Special Deab Ji&r Data. .Base Member* 



and about two thirds of the width. 
Ensuring that a sheet feeds squarely is quite 
a difficult process because the sheet suddenly 
gets ^grabbed 4 ' and drawn into the printer 
whether you are ready or not When sheets do 
not feed square , they may be removed by 
feeding them right through the printer by 
pressing the form feed push button. 1 do not 
recommend trying to puJl a mis-fed sheet 
sideways in an attempt to square It because 
of the danger of partly withdrawing it This 
could result in the top line (or lines) being 
printed off of the top of the sheet and onto the 
roller which could also lead to a paper Jam 
because of the inevitable creasing of the top 
edge of the sheet One way of ensuring a 
square paper feed every time is to make up a 
jig out of a piece of thick card, how to make 
such a jig becomes fairly obvious when look- 



ing underneath the printer. 



IN CONCLUSION 

It was not too long ago that a 24 pin printer 
was beyond most people's price range and 
even the cheapest 9 pin printers were around 
£120, Now you can get top quality pitting 
from your Atari Classic for a rock bottom 
price. 

It is fairly obvious that the days of the 9 pin 
printer are numbered because, chances are, 
that if you wait a little longer you might pick 
up a 24 pin printer for Just £99! I still feel 
that £1 19 fs not a bad price for quality print- 
ing though and would recommend Lhc Epson 
LQ100. unless you know of a better bargain! 



36 



Page 6's New Atari User 



Review 



ROBOMASH 



Paul Rixon 
discovers yet 
another 'oldie' 
that becomes the 
latest new release 
for the Classic 



The enthusiasts who run Tyne & Wear 
Atari User Group (or TWAUG ifyoure 
in a hurry) have just published a new 
game called KO BO MASH. It was written by 
Scott Johnson of Oregon in the US and was 
originally destined for Analog Magazine, 
which unfortunately didn't survive long 
enough to use It 

The story Is there's been a massive disaster 
at a local nuclear power plant making Cher- 
nobyl look like a chip pan fire. The govern- 
ment have sent In a recovery droid to clear up 
the mess and, needless to say. it's you in the 
driving seat. Your objective is to pick up che- 
mical debris, but naturally there's a host of 
o ther problems to overcome. 

The idea is that you zip around the screen, 
collecting useful objects and avoiding un- 
pleasant ones. You are pursued by Security 
Robots whose circuits were adversely affected 
by the meltdown. They're intent on your anni- 
hilation, but you can fool them by placing 
Cadmium blocks so they change direction 



and collide The secret of this game Is know- 
ing what all the various screen components 
do. For example, steel wails are perfectly safe, 
while electric ones most definitely aren't! 
Doors need to be unlocked with keys, bombs 
are best avoided, whilst the exit portal Is the 
place to be once youVe finished each level. 
Good luckl 

The graphics arc fairly simple, albeit not 
without a reasonable measure of animation. 
Sound effects are similarly straightforward. 
Anyway, let's be clear about one thing - ibis 
game is not for beginners! On each screen 
there's a lot going on and staying out of trou- 
ble is easier said than done. There arc 10 
screens, with 65 possible difficulty settings. 
That makes 650 levels in all. so I've only got 
649 5 to go 

For those people who'd argue they could do a 
better job designing screens themselves, an 
opportunity is provided on the flip side of the 
disk. The Robomash Construction Set allows 
you to place any of the obstacles, scenery and 
other items onto a blank playfield. You can 
save the screens to disk and then load them 
into the Robomash game itself 

TWAUG deserve support for their continuing 
efforts to revive the fortunes of 8 -bit Ataris. 1 
hope to present a detailed report of the 
group's activities In the next issue of NALL 

ROBOMASH is available on disk 
from TWAUG, Write to P.O. Box 8, 
Wallsend, Tyne & Wear NE2& 6DQ 
for details. 
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Features 

and 



A CULT FOLLOWING? 



Supporting the Atari 
has always been a 
hit of a cult, but 
what other cults do 
At arians follow? 
Irishman Avram 
Dumitrescu (honest 
he's Irish!) has been 
finding out 



Atari owners arc a strange bunch. No 
other computer has such a strong le- 
gion of followers who pour so much 
dedication into their little box of silicon chips. 
Through the thick and thin of software titles a 
true Classic owner will defend their machine , 
stating how much better It Is than any other 
8-bit and will continue to reign supreme with 
all sorts of new hardware enhancements from 
the bubbling pools of creativity in Poland and 
Germany- 
Very few people give up all their time to their 
computer (this minority of poor souls run 



disk and paper magazines] though, unfortun- 
ately, too many Atarfans do not spend their 
remaining free time Interacting with humans. 
Instead, they have other cults to hide In, 

\ have bee investigating a few of the religions 
that lots of Atari owners subscribe to and to 
which they end up giving all their money, 
time and energy. If an Atarian you know hap- 
pens to worship at the altar of Adams and 
drinks so much coffee they'd be better with a 
coffee- machine implant, gently woo them 
away and encourage them back to society. 
This article will help you identify those 
involved. 

This guide is only a preliminary study of 
some of the sub-cultures Atarians have been 
known to lurk in. I'll try and keep you infor- 
med of any more cults 1 discover in the future 
but, for now, tell those inflicted: It's good to 
talk." 



THE HITCH-HIKER'S 
GUIDE TO THE GALAXY 

A funny science -fiction radio play first 
broadcast In 1978 that evolved into a number 
of books (different from the radio series) and a 
television version. Tnfocom released HHGG - 
The Computer Game, several songs have been 
composed about it and, recently, a picture 
book with the text from the first novel has 
been created, A film is. supposedly, being 
worked on, 

'Hie books and all other versions centre 
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around an incredible travel guide (the HHGG) 
that has entries on EVERY subject in the 
universe. As new planets, life-forms and. 
most importantly, life-styles constantly form 
researchers are employed by Mcgadodo publi- 
cations to fill the missing gaps, Douglas 
Adams uses several very memorable charac- 
ters to move through his fascinating and 
hilarious universe and tells the reader, for 
instance, how to fly and the actual meaning 
to life. 

What makes this a cult is the number of 
formats the one basic story Is in, the humour 
that never loses its freshness and the wealth 
of very useable quotes: 
ON CARS - Looks like a fish, moves like a 

fish, steers like a cow. 
ON LIFE (AN UNGPTIMISTIC VIEW) - Loathe 

it or ignore it. you can't like it, 
ON RESTAURANT BILLS - numbers written 
on restaurant cheques within the confines 
of restaurants do not folio w the same 
mathematical laws as numbers written on 
any other pieces of paper in any o ther 
parts of the universe. 
Douglas Adams has also written a number of 
other books. His best non HHGG piece is the 
wildlife book Last Chance to See, 
Anyone deeply infatuated with the antics of 
Marvin the Paranoid Android et al can get the 
latest news from ZZ9 Plural Z Alpha's 'Mostly 
Harmless' magazine. It costs £5 a year and 
you can get details from Noel Colly er at 26, 
Northampton Road, Croydon, Surrey CRO 
7HA, 



galaxy of imagination, 

I was too young to appreciate the first Star 
Wars cult but it seems to be happening all 
over again. Walk into any sci-fi shop and* 
along with the Japanese Manga comics and 
Star -Trek merchandise you will see Star Wars 
books, technical manuals, holograms, pencil 
cases, collectors cards and so on, If you have 
any of the old spaceships or toys that were 
launched to tie in with the film, hold on to 
them. Single figures (in good condition) sell 
for around £ 1 to £3 while my local scl-fl shop 
have sold unopened, boxed figures for £20 
and boxed spaceships can earn you around 
£60 [with prices like that I'm tempted to call 
this, not a cult but a religion. Please also 
remember that these prices are not definite. 
Visit the shops and enquire) , 

Be prepared for another wave of Star Wars 
mania when parts one, two and three are 
released in 1 997. Star Wars - A New Hope, 
the Empire Strikes Back an Return of the 
Jedi (parts four, five and six) MAY be re- 
shown in cinemas during Christmas 1995 but 
the videos can be bought for around eleven 
pounds (Interasringly, laser disc versions of 
parts four to six can be found but retail for 
the measly pittance of three HUNDRED 
pounds. ..), May the Force be with you ( and 
your bank manager plus wife /mother if you 
get the laser discs]. 

DEATH METAL MUSIC 



STAR WARS 

1 997 sees the twentieth anniversary of this 
trilogy of 'Space Westerns' by director George 
Lucas. The three movies were phenomenally 
successful because they appealed to youngs- 
ters and adults, There is no sex, offensive 
language or violence but beautifully intricate 
spaceships, an exciting plot that isn't too tax- 
ing, wonderfully varied alien creatures and a 



Like the extreme of programming languages 
[assembly language] this is the extreme of 
music. It is noisy, thrashy and only a barrage 
of confused growls and screams to those un- 
experienced to this kind of aural entertain- 
ment. Assembly programmers usually give 
credit to at least one of these groups - try 
reading the entire message la a demo and 
Slayer or something will pop up. Death Metal 
bands tend to be driven by hate against the 
system, life, girls, men; pick any topic arid 
some group will be spitting lots of phlegm 
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over It. Perhaps, like machine code, the pain 
experienced from It invokes a kind of plea- 
sure? If you intend sampling some of these 
bands try Slayer, Anthrax. Metallic^ Rage 
Against the Machine or Pantcra. 



STAR TREK 



You. know this is a big cult if the idea of Star 
Trek money was launched, briefly tor it may 
have been telephone cards - my memory's not 
completely verbatim at the wizened old age of 
nineteen). 

Since the first episode, The Cagc H Gene 
Rodcnbcrry's space adventures have gathered 
fans like a cartoon snowball, resulting in 
world wide recognition., seven films (Star Trek: 
Generations is the latest] and several spin-off 
shows from Rodcnbcrry Limited: The Next 
GencraUon/Deep Space Nine/Star Trek 
Voyager. 

If y ou haven't experienced any Star Trek, 
give it a go. The original has a lot of tacky 
monsters but quite often, very gripping 
scripts, whereas Next Generation doesn't 
shine as well in the story department (the 
hoiodeck seems like a device to give more 
variety to the stories but can often leave the 
space aspect too far behind) but the fantastic 
ships and alien make-up balance this short- 
coming. Deep Space Nine isn't bad but 
doesn't measure up to the previous shows 
and Voyager hasn't been shown on UK or 
Irish television yet. 

Other sci-fl shows you may be spurred on to 
see are: X Files (humourless but enthralling 
programme with two FBI agents solving some 
quite unusual cases). Babylon 5 (can't com- 
ment on this one because I've only seen a few 
minutes of It), The Outer Limits (there have 
been a few thrilling and exciting episodes but 
the majority are average and sometimes quite 
flat. The title music is very good!) and Gerry 
Anderson's fThund erbl rds. Captain Scarlet 
etc.) latest Space Precinct. This cops-in- 
space" show can be summed up with this 



wonderful line I read in one of its reviews 
somewhere: "One million pounds have been 
spent on each episode. Obviously £999^995 
have gone on special effects because If any 
more than a fiver has been spent on scripts 
then the producers have been ripped off." 

And back to Star Trek. Give It a go and 
become a trekkic attending conventions, 
dressing up in Star Fleet uniforms and so on. 
Remember before you embark, you can be- 
come a great follower but never the greatest 

Gene had his ashes launched into space... 



SCI-FI LITERATURE 

Computers and Science Fiction go hand in 
hand and the future, according to the words 
of many of these authors, could become 
dominated by ever-increasingjly intelligent 
machines (read The Final Question' by Isaac 
Asimov for the ultimate computer) - 

There arc hundreds of authors In this genre 
but the most famous stalwarts arc Arthur C 
Clarke (plausible sci-fi}, Asimov (a warmer 
writer than Clarke and was one of his good 
friends) and Douglas Adams (sec the Hitch- 
JUkcrs Guide to the Galaxy paragraph). 

Three sources supply this cult. Try any 
bookshop, newsagents for the (bi) monthly 
magazines (Beyond is an excellent new En- 
glish magazine) or, best of all (to your cash 
fund) your local library. 



COFFEE 



The manna of the programmer. Ever since 
man started thinking in binary the Juice of 
the coffee bean has been essential brain-nut- 
rient. Assembly language programmers swear 
by it when bank - switching. Basic program- 
mers spill It over their Atari Basic Reference 
manuals and computer scribblers Just can't 
get enough of It 

continued on page 49 
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DISK BONUS 



THE CITADEL 

by Joel Goodwin 

"The Citadel" is a puzzle game for one player which 
was originally released by Tiger Developments. Thanks 
to New Atari User it now sees the light of day again! 



Why is someone running around with an explosive strapped to their bach trying to escape an old mountain fortress 
filled with tele porters and bombs? Because if s good television, that 1 s why. Week after week, contestants brave the 

twenty-six rooms of the Citadel only to discover mattfs a lot easier to toss that healthy completion than gain the 
title of Citadef Champion with all the prestige and (less importantly of course) money it brings. 

In the auditions all you had said was, "I'd father be Citadel Champion Than win the lottery!" Alter that the TV 

producers decided that they had found ttiis weeks contestant. When they approached you with a large backpack 
and said it contained high explosives, you started to lose your enthusiasm a little. You are sure the phiase 'second 
thoughts' refers to the fact that such thoughts come e second too late. Ah, well. Such is life. 

TU C f"* A K J| C The Idea is simple, In each room, yau have to reach the axil (using the joystick) within 
I n E \^/\IVI C a specified time limit otherwise the backpack, which cannot be removed, will explode. 
Don't be too disheartened because you have three attempts to solve each room before you really go up in smoke. 
At the foot of the display you will see the room number, the number of attempts remaining (listed as white crosses) 
end the time remaining. 

The obstacles In your way can be listed as follows 

Blocks: These are fairly light and you can push a number of these at once 
Boulders: Quite heavy: you can only s^si one of these at a time 

Pits: There are square pits and round pits. Blocks (ill up square pits just as boulders fill up round pits, If you 

attempt to push a block onto a round pit or boulder onto a square pit then the block/boulder will get 

stuck and cannot be pushed any lurther 
Teleportere: If you enter a teleporter you will emerge out of another. You cannot tell wne^e a :olepc'ter leads 

to without entering it yourself. You cannot push anything into a teleporter 
Bombs S Detonators : There are plenty of bombs lying around, They are just as heavy as boulders and so 

you can only push one at a time. Every bo mo in a room will explode if you step onto a detonator so be 

sure you are not next to any bombs when you do this. 

ODTIf^M C On die title screen you can change the speed by pressing SELECT. This is so you car 

i 1 1 \J FM O adj ust 1h e game control to sui t yourself (it is not intend ed as a difficulty setting J . 
Pressing OPTION will bring up a key displaying all of the objects in the game. Also, every room has an associated 
password and this can be entered, via the keyboard, on the title screen. 

Finally, you may get a situation during the game where you cannot gat out of a room without restarting. Pressing 
START will abort the current attempt while OPTION will end ihe game altogether and return you to the title screen. 

1 wish you luck inside the Citadel. Every roorr has a solution - nothing is impossible, not even rooms 25 and 261 
' I tune in :a the show tonight :o 1 you make it through. If not, there's always nest week's contestant ... 

Thanks to Naif Onaway for originally agreeing to release The Qitst6&l through Tiger Developments 



This great game Js the BONUS on this issue's disk. If you are not a disk 
subscriber you can still obtain a copy for £2.95 from NEW ATARI USER, P.O. BOX 54, 
STAFFORD, ST16 1TB. Please make cheques payable to PAGE 6 PUBLISHING or 
order by telephone with your Visa or Access card on 01785 241153 
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PROGRAMMING 



ONE TWO EIGHT 



Andy Guillaume pre- 
sents some stunning 
graphics ejfeets that 
you can include in 
your own programs 



Tills program demonstrates Lhc use of 
a Display List Interrupt (DLI) to 
change the colours on each screen 
line over the entire height of the screen. Five 
areas of memoiy (wlilch 1 call Colour Tables] 
are used to hold the colour of a particular 
screen register at a certain line, so to alter the 
colours at a particular line you need only 
POKE the colour number (Colour* 16 + Lumi- 
nance) required into the relevant memory 
location. This gives you 5 Colours on each 
line (Locations 708-712) although 71 1 is not 
usually needed). 

The program works by setting a DLI at the 
top of the screen, on one of the first Display 
List (DL) lines. The DLI routine then loops 
around for the required number of lines set- 
ting the colours as needed from the Colour 
Tables. The routine will work in any Graphics 
mode but you may need to alter the position 
of the DU in the DL or the number of lines 



used- Sometimes keyboard input is affected, 
just reduce the number of lines used or only 
use the Console keys or Joystick for input 
(the 200 on line 90. the 1 0th number In the 
DATA statement is the number of lines that 
the DLI runs for). 

Have a look at the Assembler listing [OTED- 
LLASM} to see how it works, X is used as an 
Index register into the Colour Tables, The 
value is loaded and stored in the appropriate 
location for each colour. X is incremented and 
the routine loops around until all of the lines 
have been used. Note that the first value 
loaded is also stored into WSYNC (54282) to 
get a smooth colour change. 

Type in and Save the main program "OTE- 
.RAS". This pokes in the DLI machine code 
arid sets up the Colour Tables and graphics 
screen (the program will just return to GR,0 if 
RUN nowij. This program is just the core 
routines for setting up everything, The follow- 
ing demo routines show some ways of achiev- 
ing nice graphics effects in Turbo BASIC to 
spruce up title screens and such like. 

After Saving, type NEW to clear program 
memory and type in any of the demo exten- 
sion routines. You should then save these in 
Listed format i.e. LIST "D;KAlNbQW,OTE" 

After Listing the required routines to disk, 
re-load OTE.BAS. then merge the required 
routine i.e. ENTER "D:RAlNBOW,OTE\ Then 
RUN, 

The Colour Set addresses start with COS at 
32768 then CIS, C2S, C3S and C4S every 
256 bytes. These refer to Play fie Id registers 
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TO I REM IINIttUlfttlJtllMlttlMtt 

LB 2 REM 1 ONE TUG EIGHT COLOURS t 
X6 3 m I (TURBO WSJD I 
M 4 REM I by Andy GuitUune I 

KA 5 REM • — — " t 

2T A REM 1 NEW ATARI USER - SEP 95 I 
TU 7 REM IIHillHllllllilittillllttI 

m i uBi 

GN It REN SFTUF UARIflELES 
YT 28 CfS=32748:ClS=CSS+254:C2S=ClS*254 
OP 31 C3^C2$+25*:C4S=C3S*254 
HV 41 RIM Load DLI code 
HE 58 IF PEEKU534W2 THEN 111 
TL 40 FOR N=i534 TO 1582 !RW B:PQKE HjB; 
NEXT N 

HI 7B DATA 72,138,72,142,1,109,8,132,141, 
H ,212, M 1,26,288, 189,8, 128, HI ,22 t 2«8 

m 88 DATA 189,8,12?, 141,23,218,189,1,138 
,141,24 

& H DATA 288, 169,1, 131, 141, 25,208,232,2 

24,288, 203,218, 114 ,171 ,184, 44 
PC 118 REM Clear Colour sets 
FA 118 GiWPHICS 28 :5EN=DPEEK(8B) 
Mi 121 HOME SCN f £fS,25d 
OD 138 NflJE $04,018,254 
DU 148 NOME KN,C2£,254 
PI 150 MOVE SCN,Cft,254 
DC 148 MDUE SCN,C4S,254 
m 17! REM fotup screen 
ZH LBS GMPHICS 28:REM mv U. node 
FY 198 S»DPEEI((88kDL=DFEEK(540) 
01 288 POKE DL+2,248:DPDKE 512,1536 
OG 2 IB POKE 54286,192 



0-4 respectively (Locations 708-7121. Thus to 
set a colour on line 100. just POKE CnS +100 
with the Colour number!! 

Note that the Colour sets are cleared by & 
quick method, just set a Graphics mode and 
MOVE blank screen to the area required to be 
cleared. 1 also use this method for clearing 
PMG memory in other programs for a quicker 
setup. 



II ;12B Colour DLI 




28 ;By A.GuilUune 




38 ?M*y m for NAIf 


« i 




vji am run rm j-i P f\ 

58 CQL0S=32748 




68 C0U5=C0L8S+254 




71 C0L2S=CDLlS+254 




88 CBL3S=C0L2S^256 




98 C0L4S=C0L3S+254 




Jl j jb ■ k ifM M mm* mm ■ h 

0118 WSYNO 54282 




Bill COLPF(N53270 




8128 COLPF 1=53271 




0138 COLPF 2=53272 




8141 C0LPF3=53273 




8158 CQLPF4=53274 




8161 8=1534 




0178 DLI 




Jh J AIL HI 1 m 

B188 PHA 


;Pu&ri A 


n i ft ll a T\i m\ 

Biff TXA 


;X into A 


AAA A AJIjt 

8288 PHA 


_ ft I A 

;Pu5h A 


8218 LDX 18 


(Set X to 8 


■L AAA 1 IUU% 

8228 LOOP 




A AAA 1 H ■ Hi J"ll iH yjc 

0238 LDA C0L4S,X 


L&ad colour otnber 


at _fti M Jk M jL I IAVA.IA 

8240 STfi MSWC 


■ J * A t 

;14iit -for sync. 


mm. Ai^ji jHPT a run Jl 

0258 STA CQLPF4 


; Store colour 


Jm, JL r mX | Hi HAI Jl f- U 

0248 LDA C0L8S,X 


;5»e for each 


_ _ mmm mm ■ m. A M JM mm mW. 

0278 STA C0LPF8 


■ _ ♦ _ ■ 

jcoloff registw 


0288 LDA C0CIS,X 




82^1 STA COLPF 1 




8918 LDA C012S,X 




Jill j a j*v M nni PL W~ FT. 

0318 STA C0LPF2 




A Art A 1 Al AAt AH U 

8320 LEA C0L3S } X 




AAAl AAf 1 AAI HpH 

0338 STA C0LPF3 




0348 W 


jlncrenent X 


8351 CPX 0288 


.ft_ L 1 nfi OIL \ 2 _ _n 

ffleached Zittn line? 


0348 Iftt LOOP 


;H N0 f goto LOOP 


0378 PLA 


SPul 1 A 


8388 TAX 


;A into X 


0398 PLA 


;Pull A 


B4B0 RT I 


;Relurn from DLI 


0410 .END 


• 
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ONE TWO EIGHT 

THE DEMO ROUTINES 



YN \m REN RA1NBGH 

GR IB 18 C^l 

UC 1*28 POKE C4S,C 

IN 1831 -HWE C4S t C4S+^l,lP7 

to 184B C=C*XI:1F C)255 THEN OXS 

OP 1858 GOTO 1128 

RAINBOW (RAINBOW. OTE) 

The commonest XL cffecL Easily achieved by 



AN 1**8 REM IHtift&S 
GR If 18 C=Z8 

68 1829 POKE C4S,C:P0KE C45+1?8,C 

W 1838 -HUE C4S,C4SW t ?Bjf4flUE 045*188, 

C4S+99,** 
SA 1848 C=M1:IF D255 TNEN OXB 
OD 1858 GOTO 1829 



INWARD RAINBOW [INWARD, OTE) 

The same effect as Rainbow but this time 
only half the screen is moved dowm and the 
same method is used as above to Poke C into 
the last line and move up the bottom half of 
the screen. 



T0 \m m SHADEBflfl 

FD 1611 C=JMiN=X2 

All 1828 POKE £4S,C:-HWE C4S f C«+%l, 198 

AT 1838 M+HjIF (C HOD AND tt=-M2 

THEN N=-N t OC+ Id : GOTO tBSB 

JF 114* If (C MOD ld)=H8 THEN N=H1:C=C+N 

2A (858 IF C>255 THEN OJJ 

OS 1848 GOTO 1820 



SHADED BARS (S HAD EBAR . OTE) 

This gives a downward moving aeries of 
shaded coloured bars. M Is used to control 
the direction that C is altered, first rising in 
Luminance then declining to create the 
shaded cflcct. When C MOD 16 is equal to 0 
(the remainder when the colour number Is 
divided by IG equals 0, meaning that it's at 
the lowest luminance] and M is -2 {the shad 
ing is declining, which means this colour is 
done), C is raised by 16 to start on the next 
bar. 



tt list rem mm mil 

EN 18 II 1 NiB;^l:BftB=C4St25d:CDL=48 

UY 1*28 POKE BAR ,28 : POKE BAR* Id ,ZI; POKE B 

m 1138 Fflfl N=Z1 TO BiPOKE BAR+N t CDL;C0L~ 

CDL+JttsNEXT N 
RY 1848 FOR H=9 TO 15:C0L=C0L-Z2:PQKE BAR 

4N,C0L:NEXT N 
RG 1858 rlfWE BAR,C4$fY,l7 
AA 1848 Y=Y+MrlF Y=IB1 OR Y=K« THEN MMIj 

Y-Yffr 
PW 1178 GOTO £851 



POKElng the background Colour set [4. C4S] 
with the Colour number (CJ at line 0 in the 
Colour table. The -MOVE command is then 
used to move the chunk of memory covering 
the screen in the Colour table down by one 
line. C is then incremented and the program 
loops around. 
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MOVING SHADED BAR # 1 
(MOVBBAR l.OTE) 

(Bottom of previous page} 

Gives the famous bouncing bar effect. The 
bar colours are set up at address BAR then 
moved tn the appropriate line in the back- 
ground Colour table (C4S). As the first and 
last lines of BAR are set to colour 0 (Black), 
when the position of the bar in C4S is moved 
up or down by one line the excess line from 
the previous move is deleted- If the Y position 
of the bar is 0 or 181 the direction, M is 
made equal to -M Le, 2 becomes -2 arid -% 
becomes 2 to reverse the bars direction of 
movement 



UP 1880 REN WING Mi2 
EN 1118 Y=jS8rN=Xl!BAR=C4S*25dtC0l-48 
BS 1121 YZ= IB I sH2=-Xl :BAR2^BAR+ 18 sCOL^ 12 
8 

Ufi LI38 POKE BAR //Bi POKE Btt«M,XI:POKE fl 
AR* 17, XI 

YP 1148 POKE GAR2,X8;PWE BAjR2^ 16,^1: POKE 
M2+I7,J» 

PS 1158 FOR N=X1 TO BiPOKE BAR*N,COL:C0L= 

CDU22:NEXT N 
5E 1868 FOR N=9 TO I5:C0L=CDL^2:P0KE BAfi 

4N,CflL:NEXT H 
m LB74 FOR N=Xl TO 8:P0KE BAfl2tN 1 CflL2!C0 

L2=CBL2+5£2:NEXT N 
m 18BB FOR N=9 TO 15 ; COL 2=C0L 2 -5S2:fW B 

Afi2*N,CtiL2!NEXT N 
m 1898 MOVE BAR l C4S+Y l 17;rWE SAR2 P C4S+Y 

2,17 

1% ] IBB Y^Y+M;IF Y= IB1 OR Y*KB THEN tt=-to 
Y=Y*fl 

GA 1118 Y2=Y2frt2ilF Y2*181 OR Y2=W THEN 

N2H12*,Y2=Y2*H2 
RJ If28 WTO 1898 



MOVING SHADED BAR #2 

( MO VEBAR 2 . OTE] 

The same as Moving bar # 1 but this time 
with two bars. This creates a bug however, 
when the two lines cross and they have no 
priority as to which should be in front. 



U, 1881 REM MOVING BARB3 



EN 1118 Y=^sH^l!W« s C4St25d:D0L=4B 
GS 1121 Y2=18! :H2=-X1:WR2=BAR* IB:C0L2*12 
8 

UJ 1838 SWS=BAR2+lfliNM G45,M,M 

VE 1841 POKE BAR % '/M : POKE BAR+ 14^8 :PQKE B 

YS 1858 POKE Bttt2,XI:P0KE BAR2H6 ^BiPOKE 
BAR2+ 17,28 

FV 1148 FOR N=*1 TO BsPOKE BAR4N,C0L?C0l= 
eNDCT N 

SH 1178 FOR H=9 TO l5:C0l=COL->!2iPOKE BAR 

+N,CDL:NEXT N 
WR 1181 FOR N=Xl TO BiPOKE BAR2*N,C0L2:C0 

L2=COL2*X2!NEXT H 
GZ 1898 FOR W TO 15:CDL2=C0t2-5!2:P0KE 8 

AR2«N P C0L2:NEXT N 
CL 1188 KOUE BAR ,SUS*Yj 17 [MOVE BAR2 r SVS+Y 

2 t !7 

OE M 18 NOME 5^5,045,288 

20 H28 Y=Y*H:IF Y-t9t OR WM T!€N r^-Ns 

CG If3f Y2=Y24H2j1F Y2= 181 OR YWJ TUN 

«25-H?iY2=Y?+N2 
m 1148 GOTO 1181 



MOVING SHADED BAR #3 

(M0VEBAR3.OTE) 

SoH r es the above mentioned bug by using a 
Shadow Colour table [SVS] H to ilrst position 
both bars within this area then move the 
whole area o f memory to C4Sl 

RANDOM SHADED BARS 
[RANDBARS.OTEJ 

(Listing overleaf} 

Displays shaded bars at random Y positions 
down the screen. The bars are first setup in 
memory at. BAR then moved to C4S as 
required. 



continued 



Page 6's New Atari User 



45 



ZS IB* GRAPHICS IS 

AM 1B00 REM SIMPLE DEMO 

SD Jill Y=*6 : BAR=C4S< 256 : COL^/S :H=BAR 

Y& 1128 RC30:BD3I 

BO 1138 REM SETUP BARS 

LS 1140 FDR 1=3£0 TD 15 

NG 1854 FDR im TO 7 s POKE M+N,Efll:CDL- 

C0L+X2:NEXT N 
U 1168 FOR N=B TO I4:COL=C0L->i2 i POKE H 

+N,COL:NEXT N 
(H IB70 M=mi5rC0L=COL4l4 
FN 1IBB NEXT I 
HA 1191 m SETUP TEXT 
ZP 1100 PDSHION 2,Z2:? Bij'SlNPLE ote 0 

EMO 1 

OA 1110 POSITION 9 f 5i? iAj'BV 1 
rW 1128 POSITION Z3,6s? li;WT GUHiAUN 
L" 

IW 1138 POSHIflN 5,?!? Idj'JUNE 1995" 



AJ 1141 REM RAMNH BARS 

KQ L1H Y=R0NIK44> ^RANDC \6) I ISsNOVE BAR 

+M P C4S+Y P I5 
YZ \m MOVE GAR*H,C4SM78-Y t l5 
SX 1171 REM Cf CLING MRS 
SD 1181 fNMU4)](L5:NWE Bfift+M s CBB* 32 ? I 

5 

29 IIP* REM MINM_ 
EE 1210 POKE CIS*31,RCj-M0UE €lS+3l,ClS+3 
2,16 

PJ 1218 POKE C8^M8,RC:MOUE CIS+M5,C8S+ 

YO 1228 JM>RC*K1:IF SC>255 THEN RC=3!8 

ME 1238 REM SHADED EftRS 

U 1240 MWE BAR+BC,C0S+9£,15 

KK 1258 HOUE 0AR4 224-BC T C0S+B0 , 15 

DC 1268 BOBCHd:IF flC=24B THEN BC=3£B 

ON 1278 GOTO UH 



THE SIMPLE OTE DEMO 

(OTEDEMO.OTE) 

A simple demo which pulls together several 
of the above effects and demonstrates their 
use, 



TWO HUNDRED AND FIFTY SIX 
COLOUR PALETTE (TPSCOLS.OTE) 

(Next page) 

Displays the full 256 available colours by 
switching to GR.9, 16 shade mode. C4S is set 
up as 16 bands down the screen, one for each 
successive colour. Lines are then plotted 
across the screen in 16 vertical bands, one for 
each luminance. 



VF 1888 REM (MNDON SHAKO ftMS 

SD LB II Y=K8 : BAfK4S*254 : CO=XB frtttR 

U1 1128 FOR 1=318 TO 15 

m im FOR N=XB TO 7: POKE M+N 1 C0L:CBL= 

C0L*X2:NEXT « 
LT 1140 FOR N=B TO HjC0L=Cflt-K2:PflKE H 

+N, COL: NEXT N 
06 USB N=M*l5:C0L=CaL4l4 
FH \m NEXT I 

£6 l%7% Y^IWND( 178) iM=IWNEK 1<JH15 
TO 1090 NOME BftH+MjMS+Y, J5 
RC im GOTO 1170 
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XS 180 GRAPHICS 9 

CR 1880 REM 256 Colours 

KQ 1810 CQL=XB 

HT 1128 FDR N=%* TO If 1 STEP 12 

)M 1830 FH 141 TO N+ll:P0K£ C4S*I 9 C0L: 
NEXT 1 

KL 1040 Ca=C0t4l*!»eXT N 

LA 1058 COL^I 

rti m m mt to 79 step 5 

AC 1870 COLOR COL:COL=COUX1 

NO 1080 FOR i=N TO M±4:H0T I^DftWTO 

1,191:NEXT 1 
HT 1091 NEXT N 
NC 1108 GOTO 1189 



XS IBi GRAPHICS 9 

NH 18B8 REM Move 256 Coloars01 

KD 1110 D0L=%l 

m 1824 FOR 1*38 T8 !9I STEP 12 
XH 103B FOR I=N TO N-+ 1 1 : POKE D4S+I.CCL; 
NEXT 1 

KL 1841 C0L=C0L4ld:t€XTN 
[A 1058 CBl=%B 

Ml I860 FOft N=3SB TO 79 STEP 5 

AC 187B COLOR COL :C0L=CPL+^1 

NO 1090 FOR l=tt TO N*4iPUIT I,J£i:OflAWTD 

l,19JsNEXT 1 
HI 109B NEXT N 

IA 11B0 N=PEEK<C4S4[?1):-NDVE C4S,C4S» J /1, 

191: POKE £45, N 
NF Mil GOTO UBI 



MOVE 256 COLOURS #1 

(MOVETFSl.OTE) 

Draws the 256 colour palette and moves it 
down the screen with a wrap around effect 



XS 188 GRAPHICS 9 

SJ 1888 REN HOVE 25d Col our si 2 

JS IB 10 FOR N=XB TO 191 STEP 32 

MR 102S CDL«KBiFOR 1=N TO N«15:P0KE C4S 

+I,C0L:COL=COL+l6ii«XT 1 
AA 1038 FDR I* Id TO N»3i :C0L=C«.-16:P 

OKE C4S*I J C0L:NEXT I 
HE 1840 NEXT N 

KD 1051 FOR W=Z0 TO 79 STEP 32 
DL 1BAB flX=X8 

JD 1170 FOR !=N TO N+lSiOHOR C0L:CDt=C 

0L+5£lsPLOI I.XBiNEXT I 
CS 1180 FOR imU TO N*31:C0L=C0L-Xl!C 

OLOR COL 

NC 1090 IF K80 im PLOT l f Y 
BH 1188 NEXT I 
EX 1110 NEXT N 
61 1128 FDR Y=20 TO 191 
EK 1130 HOUE DPEEK46&) I DPEEK(88>+(Y1E4B) 
,40 

LX 1148 NEXT Y 

IP 1154 N=PEEK<C4SH91) l-H(WE C4S,C4S^1, 

\9U?m C4S r N 
OH U6% GOTO 1150 



MOVE 256 COLOURS #2 

[MOVETFS2 , OTE) 

Another 256 colour moving screen demo. In 
this one the top line is drawn first, then 
copied by using MOVE to all other lines down 
the screen. The colours move down as before, 

Overleqf are three more listings that 
show some other techniques Jar 
achieving effects. See if you can work 
out how these last three work. 
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m 188 GOTHICS 31 

XS 1888 REM fiflULDERPASH EFFECT 

SB 1118 FOR X-XB TO 159 STEP 4 

GTT 1628 CDLDfr XIsPLOT X^^iDRAKTO X, 191 

?K 1838 COLOR «sPLin X^l^lsDMHTQ Xf 

XI, 191 
LK 1148 NEXT X 

UU 1858 COLOR £3: TEXT 38, 92 BOULDER WSH? 
i 

Hfi 1868 BO 138 

CP 1878 FOR N=X8 TO 191 

XT 1888 POKE C4S*N,BC:P0KE C8S*N,8C:P0K 

E C13*N,BC 
HK 1898 I=ff HOD 8 

IY 1188 IF 1=7J OR Ml THEN POKE CBS*N 

,yj:P0KE CIBtN^i 
KP 1118 IF 1=K2 OR 1=23 THEM POKE C8S+N 

,HiPOKE C1S+N,K8 
m 1128 NEXT N 

KB 1138 M=PEEK(C8SM91)!l=PEEKiClSM?l) 
ZX 1148 -tttlUE CBS , MS+X t , i? 1 ! HIOUE ClS f CI 

W 1158 POKE C8S,N:POKE CIS,] 

ML 1148 REM 6HTO H3B:REM SKIP SOBB.L 

HC 1178 ?HWE SCW+2888 p 5fN+2B4B,1928 

RT 1188 HEME SCN+2B48 ,5111*4748,48 

PS 1198 SOTO 1138 



BOULDERDASH EFFECT 

CBDEFFECT.OTE) 

Similar to the moving background on the 
title screen of Could erdash 1- Again, this, 
should be done by the DLI itself for maximum 
smoothness. Slight J erkiness between vertical 
moving lines is caused by both colour sets not 
being moved simultaneously - due to BASIC 
speed restrictions and using two MOVE com- 
mands. Try modifying the program to use Just 
one MOVE command to counteract this. The 
scrolling title line Is an extra effect which can 
be skipped to speed up the background 
movement. 



KT 188 GRAPHICS 31 

DL 1888 REM mm GRID 



SX 1818 COLOR '/A 
W 1128 FOR X=ZB TO 159 STEP 8 
JL 1838 PLOT X,Mt:D#WT0 X,m 
LK 1848 NEXT X 
CJ 1858 m W=J!B TO 191 
PC lldl POKE HS+N,H 
2A 1878 IF N NOD $38 THEN POKE C45+N , I 
4 

HO 1888 NEXT N 

SB IB98 N=P£EK(C4SM9l) 

M (188 -HOVE C4S 1 C4S4Xl 1 191 

AK 1118 POKE C4S,N 

RJ J 128 GOTO 1898 



MOVING GRID (MOVEGRHXOTE) 

A grid of squares moves down the screen. 
Should really be done by the DLI itself for 
maximum smoothness. The ripple cAect is 
caused by the DLI data being moved before 
the DLI has liad time to cover the entire 
screen. 



... and 
finally 



SHADED WIGGLERS 
(WIGGLERS. OTE) 

(Next page) 

Several shaded "Wigglcrs" move up and 



down the screen. 
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CB 5 DJH m^W 
XJ m GRAPHICS 23 
OP 211 REM 

SC 1*11 RIM HiBGLERS 

a 18J8 DEC 

1U 1828 RESTORE 1838 

BO 1831 DATA 11,6,11,5,9,8,12,5,11,4,18,1 
8 

OR 1848 FOR N=X8 10 5 
UG 185B REM B,C 

NO 1148 5Q(N J ^i)=B;S0(N 1 Hl)-C:Sfl<N r m- 
Sfi8 

114 1178 NEXT N 
BZ 3 BBS FOR Y- IB TO 84 
BG 1898 FOR N^fl TO 5 
BU 1188 X=38*<NI28> 
KP It JB 4N=SQ(N,X2) 
TF 1128 COLOR 'AUfUH X+SIN<r1NHS0(N, 
XI), Y 

GC 1138 COLOR 5i2iPLOT X+SMAN)aSfi(N, 
Kl),95-Y 

YV 1148 flNWSOtti,tthIF m>m TffN 

mm-m 

m 1158 SQ(N,X2)=m 



EN 1168 NEXT N 
MB 1178 NEXT Y 
CN ll» POKE 542Ad,(92 
DC 1199 Y=Xe:BAR=C4St25d:C0L=48 
TS 1288 Y2=t75tBAfi2=miia^fl».2=f2& 
U2 1218 POKE BAR ,ZB; POKE IflRMA^BsPOKE B 
AR+ 17,318 

W 1228 POKE BAR2 ,^8: POKE BAR2+l6,ZI:Ptt(E 
EttR2+ 17 X% 

Pfl 1238 FOR rHU TO SfPOKE BflR+^COLiCfli* 

CflL+X2;NEXT N 
St 1248 FOR H=9 TO 15:C0L-C0L-X2iP0KE BAR 

^COLiNEXTN 
m 1258 FOR N=X1 TO B:P0KE BAR2*N,C0L2:C0 

LZ=C0L2*X2:NEXI N 
GU 1268 FOR ti*9 TO 15:C0L2=C0L2-Z2:P0KE 8 

AR2^N,C0L2:r€XT N 
8H L278 NOME BAR^eS+Y, t?iHCUE BAR2 S C1S+Y 

,1? 

m 12B8 HOVE BAR p C8S+Y2,t7:NCNE BAR2,C1B+ 
Y2,17 

PC 1298 Y=Y+X1;IF Y=I75 THEN Y=X8 
DX 1388 YW2-3£lsIF Y2=3£l THEN Y2=175 
Rl 1318 SOTO 1271 



A CULT FOLLOWING? 



continued 



Besides instant Nescafe you should try filter 
coffee which opens up a whole world of tastes. 
There are also exotic coffees you can sample; 
two are Arab (very strong and sweet but with 
a lovely aroma) and Irish (whisky, cream* cof- 
fee and sugar - very smooth and. the more 
you drink, the smoother it seems). 

No serious programmer drinks tea 'cos tea's 
for wimps and lacks that special zing than 
can keep you awake for four days in a row. 
CofTee fans should also try reading the adven- 
tures of Garfield the Cat. a coffee connoisseur 



who likes it when you can make his beveraj^e 
strong enough to "sit up and bark." 

Editor's note: This article ivas almost 
guaranteed inclusion because il mentioned 
Arthur C Clarke uiha is the finest Science Fic- 
tion writer in the universe bar none r I have 
been collecting his books for years so if any- 
one has some of his more obscure stuff they 
wish to part with, let me know. You know t 
Avram might just have hit upon something by 
saying Atari owners are rather fanatical! 
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The CLASSIC 





zome 



A black, circular object has materialized 
directly in front of our shuttle. There are 
rio apparent markings. It has deposited a 
crystalline substance over our hull and 
appears to be feeding from the warp 
drive. Our power banks are down to 1 2%, 
Unless we do something soon, we are 
going to lose life support. Check the data 
banks for the latest 2ed-9JHes ... 



ATARI USER 
CLASSICS 

This is a collection of eight games from Atari 
User magazine, the Database Publications 
title which ran from May 1985 to November 
1988, There are seven BASIC games and one 
machine code, 

SANTA'S GROTTO is a large maze game 
In which you must guide Santa through his 
grotto collecting presents along the way. The 
grotto is very large and takes up a number of 
screens. You must collect as many presents 
as possible before the timer counts down to 
zero. Although Santa moves like he's had too 
much brandy, this game is quite entertaining. 
It Is certainly challenging and reminds me of 
Maze Maniac by AnUc. A good start to the 
disk, 



Next up is FENCE BUILDER. The objective 
fs bo build four fences by planting the posts 
and adding the fence panels. Unfortunately, 
It's not quite as simple as that. The whole 
area has been subjected to radiation from the 
local nuclear station and your tools have be- 
come radioactive. They float across the screen 
and must be avoided at all costs. Fence Buil- 
der is a simple game which is Initially enjoy- 
able. Long term interest Is suspect due to the 
repetitive gameplay and annoying back- 
ground music, 

FRANK THE FRUIT FIEND is a platform 
and ladders game, You control Frank and 
must guide him up and down the ladders 
collecting fruit along the way. Frank can jump 
across gaps in the platforms and must com- 
plete his task before the time limit, displayed 
at the bottom of the screen, runs out. This 
game is like Lode Runner without the bad- 
dies, Presentation is similar, with small 
graphics and slow, smooth movement Nice 
game this one! The sound effects and colour- 
ful graphics make for a worthy effort- Just be 
careful to climb down the ladders rather than 
walk off the platforms or Frank will tumble to 
the bottom of the screen and you will lose a 
life, The long initialization period is worth the 
waiL 

GREEDY GITNTHER is another colourful 
game from the Atari User vault You must 
guide Greedy Gunther around the screen as 
he collects bags of gold. What makes this 
game so enjoyable is that Greedy Gunther 
keeps moving, fie must avoid the nasties and 
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collect the gold without stopping. Ifs Pacman 
gone crazy f 

In SKATE CRAZY you must skate from the 
left of the screen to the right whilst avoiding 
various objects. This one is quite basic and 
looks dated. Thankfully, however, normal ser- 
vice is resumed with FAC-MATHB, an edu- 
cational game which tests you on the 2-82 
times tables. At the top of the screen is a 
horizontal row of dots with a power pill on the 
right, Pacman enters from the left, quickly 
followed by a ghost. The objective is to get 
Pacman to the power pill by correctly answer- 
ing the multiplication questions. Get one right 
and Pacman moves one dot towards the 
power piJL Get one wrong and Pacman stays 
where he Ls. All the time the ghost is slowly 
closing in. If Pacman manages to reach the 
power pill, he turns and eats the ghost. A 
tertiBc Basic program, 

DOCTOR BORIS has you collecting num- 
bers whilst avoiding bombs, skulls, meanles, 
etc. A wall Is left behind you as you travel 
around the screen so you must be careful not 
to block yourself in. The action is fast. 

The eighth and final title is FRUITS, a 
machine code slot machine. All of the usual 
elements are included such as spinning reels, 
holds, nudges, bonuses, etc. With colourful 
graphics and addictive gameplay. Fruits is 
great fun to play I 

Atari User Classics is a collection of prog- 
rams which fit together perfectly. Roll back 
the years and experience the Joy of classic 
type-in software ... without having to spend 
hours typing in the listings t 

CLASSIC PD ZONE RATING: 77% 



SHOWDOWN 

This disk features six games. First up Is the 
title game, SHOWDOWN, a machine code 
title which takes you back In time to the wild 
west. Here you must compete against a gun- 
fighter for bags of gold , 

The play area Is a coral surrounded by cac- 
tus trees and rocks. Both players appear in 
the coral and must race about grabbing the 
bags of gold which appear randomly, You can 
either play against a friend or the computer. 
Bonus points can be picked up for catching 
the rabbits- which dart through the coral. 

Each player begins the game with nine lives. 
You lose a life if you are shot by your oppo- 
nent When shot you are frozen for a couple of 
seconds. There are four computer opponents 
available, ranging from the slow and metho- 
dical Sam to the nasty trigger-happy Billy. 
Obviously, two player mode is by far the best 
way to play Showdown. 

There are bright graphics, lots of sound 
effects and a catchy saloon-type tune (which 
Is played on a piano by a little guy at the 
bottom of the screen). Showdown Is a quality 
title. 

The next game on the disk is TYRANTS OF 
TORMENT, Atari User's PD version of Moon 
Patrol. You are in control of a lunar tank as it 
trundles along. Aliens swoop down on you 



by 

Stuart Murray 
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and obstacles come at you head-on. It is this 
simultaneous threat from above and ahead 
which makes Tyrants of Torment a very chal- 
lenging title. The aliens must be shot and the 
obstacles Jumped over ... at the same time! 
The action starts slowly but soon hots up 
with homing missiles coming at you. 
Thc graphics are blocky and colourful. 
Sound Is limited to the occasional explosion. 
The gamcplay is tough as you only have one 
life and must be very careful from level 2 
onwards. Tyrants of Torment is programmed 
in BASIC and as such Is a reasonable conver- 
sion of Moon Patrol. 

ALIEN AMBUSH is a frantic version of 
Gaiaxian. It features various large enemies 
which split into two when hit. These smaller 
enemies then bounce around the screen and, 
if hit turn into crashing meteors. 

The play area Is very small, perhaps too 
small, The ships are bulky and the action 
soon becomes repetitive. On the plus side, 
Alien Ambush is a machine code title and is 
therefore very fast and challenging. When the 
aliens start bouncing around the screen It is 
very easy to collide with one of them. This is 
your basic Invaders meets Gaiaxian blast. It 
was programmed in 1 982 and looks slightly 
dated. Worth a few blasts however. 

STATION DEFENCE Is a BASIC game for 
1-4 players. The objective Is to defend the 
space station which runs down the middle of 
the screen. Enemy rockets approach from 
both sides and must be destroyed before they 
reach the station. The graphics are small and 
basic with very little attention paid Lo presen- 
tation. Station Defence is nothing special and 
soon becomes tedious to play. 

DAM TROUBLE is another Atari User title 
(they're popping up all over the place in this 
issue's column!). As pilot of an army helicop- 
ter assigned to defend a huge dam, you must 
destroy approaching missiles before they blow 
holes in the dam walls. Beneath you on the 



right is a small town which will be Hooded if 
the dam is destroyed. 

Although the graphics are basic, the colours 
arc bland and the sound is limited. Dam 
Trouble has a certain charm. It would make a 
great title if it were updated for the 1990s. 1 
like this one. 

The final game on Showdown is called 
FATAL CONNECTION, It is an enjoyable 
maze game with puzzle elements. You must 
spread a substance throughout the maze and 
guide two plinkers 1 (small Intelligent life 
forms] to their safety boxes marked "1" and 
M 2 M You can also collect special minerals for 
points. It's a tricky job. Watch out for the 
toxic plants - touch them and you lose a life. 

Unfortunately, there are only two mazes to 
complete and then you return to the begin- 
ning. Nevertheless, what little there is of Fatal 
Connection is certainly worth playing. 

All in all. Showdown i3 an enjoyable software 
6-pack, The star of the show is undoubtedly 
Showdown itself, with supporting roles for 
Tyrants of Torment, Dam Trouble and Fatal 
Connection- 

CIASSJC PD ZONE RATING; 76% 



SEE-YA! 

The power banks are naiv exhausted. ■ 
Life support is off-line and we are left 
with thirty minutes emergency oxygen. 
There is only one option open to us now,.* 

The disks reviewed iuene; 

266 - ATARI USER CLASSICS 
264 - SHOWDOWN 
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The Accessory Shop 

ISSUE 74 



ONLY A FEW OF THESE LEFT 



ROMS 



ONE ON ONE 

Play basketball with iwo of America's lop players 

CLOSEOUT PRICE £2.00 plus TGp p&p 
Only 2 copies left 

FIGHT NIGHT 

Brings you all the itirills al trie boxing ring 

CLOSEOUT PRICE £2.00 plus 70 P p&p 
Only I copy left 

HARDBALL 

All The thrills ol American baseball 

CLOSEOUT PRICE £2.00 plus 7Qp p&p 
Only 9 copies left 



CASSETTES 



SILICON DREAMS 

Three greal adventures - SNOWBALL. RETURN TO 
EDEN and THE WORM IN PARADISE from Level 9 

CLOSEOUT PRICE £1 .00 piui sop p&p 
Only 3 copies iett 

COLOSSUS CHESS 4 

Claims to be ihe best chess program of all. 

CLOSEOUT PRICE £1,00 plus 70p p&p 
Only 6 copies left 

DECISION IN THE DESERT 

Taka command at the Ban la of El Alamein. 

CLOSEOUT PRICE £1 ,50 plus Top p&p 
Only 2 copies iett 



POSTAGE 



Postage has been calculated at cost on 
each item. Jf you order m&re than one 
item add the postage together but do 
not pay more than this: 

% items - maxim um £1 ,50 

3 items - maximum £2.50 

4 or more - maximum £3.50 



Some of these may well be gone 
by now* so we suggest you 
phone to check for availability 



DISKS 



ZORK1 

The Infocor class. c ana me adveniure- game Shal 
Changed ihe way all future adventures were written. 

CLOSEOUT PRICE £1 ,50 plus m P p&p 
Only 6 copies left 

ROSEN'S BRIGADE 

Join the whackiest lighting troup around 

CLOSEOUT PRICE £1 -00 pins 7&p p&p 
Gnty 3 copies left 

GAUNTLET THE DEEPER DUNGEONS 

Extend your original Gaunstel game 

CLOSEOUT PRICE £1 .00 plus 70p p&p 
Only 6 copies iett 



BOOKS 



EASY PROGRAMMING 
FOR THE ATARI MICROS 

The bast book still available to teach you how 10 U60 
your Alan and now to wnte your own programs. Get a 
copy while you can. 

CLOSEOUT PRICE £1 .00 plus £1.20 p&p 
Pienty of copies iett 

WRITING ATARI 
STRATEGY GAMES 

Even if you know how to program you si ill might he 
sluck in working out hott \o wnte siraiegy games. This 
book gives you ideas and Cells you exactly how lo pui 
those ideas into practice 

CLOSEOUT PRICE £1 ,00 plus ei p&p 
Only 5 copies left 



Page 6's New Atari User 



53 



ROM CARTRIDGES 



AU brand new in original boxes, mostly shrink wrapped 



POLE POSITION 

Everyone has hears of Pole Posh ion. me racing gamo 
(Hat Inspired alrnosi every racing game since II may be 
(tie origins! and some other games may have added 
leatu F 9S but Pole Position still raisins, its challenge alter 
many years. Ona of ihos* garnets that has e>tactty (he 
npw balance of game play and graphics ic maka it a 
jclassic that wiH last forever. II 1 is not in your collection, 
make amends now 1 

CLOSEOUT PRICE £1 .50 pin. ?o P p&p 
SUPER BREAKOUT 

Qreakcut was the original simple yet tolaJly addictive 
game and this enhanced: version will provide even mens 
addictive ton. Needs paddles 

CLOSEOUT PRICE £1 .00 plus 70p pap 



BASIC CARTRIDGE 

Some programs, especially some early public domain 
programs want run an 1he XWXE bui they will if you 
plug n ihe old version al Basic 

CLOSEOUT PRICE £1 .00 pin. to p pa P 
DESIGNERS PENCIL 

A new programing language i hat is based around the 
deal ion of graphics screens. Difficult to explain but 
worth a go al this price! 

CLOSEOUT PRICE £1 .00 plus to p p& P 



DISKS ... DISKS ... 



NIBBLER 

Slinking through an unknown land Nibbler finds himself 
m an mdeseem world or constant change. As time grows 
shon his body grows longer ancf he risks running into 
himself. Can he survive' 7 

CLOSEOUT PRICE 50p piuewppap 
RAMPAGE 

li's rough and tumble all the way as you control three 
incredibly nasly characters which bear a remarkable 
resemblance lo King Kong, Godzilla and Wolf-man 
through an orgy ol destrudioni in Chicago* New York 
and San Francisco. You have 1 50 days ol destruction in 
50 dillerent cities. Time for some revenge! 

CLOSEOUT PRICE £1 .00 plus 70p p&p 



DRUID 

Anoiher classic m which, as Last or the Grea' Druids, 
you wander through the Dungeons gl Acamantor wrlh 
your mighty Golem by your side on e quesl to desiroy 
the four demon princes. As you deVe deeper into the 
dungeons you wilt find chests containing spells of for- 
midable power 10 aid you and Penlograms of Life which 
will heal and revitalise you. Excellent graphics and su- 
perb gameplay make this one ol the best arcade games. 

CLOSEOUT PRICE £1 .00 plus to p p&p 
MAXWELL'S DEMON 

A simple ye* challenging puzzle game which will gel you 
totally addicled. Two games in one for double Ihe Jun 

CLOSEOUT PRICE 50p plus so P p&p 



CASSETTES 



LANCELOT 

Level 9 recreate the time of wizards and the Knights of 
She Hound i aa le m a three pah adventure spanning the 
complete saga of the Ojuesl for the Holy Grail. Superbly 
r esearchec arc superb y wmien thm :exi adventure * 
full of atmosphere and highly recommended 

CLOSEOUT PRICE £1 .00 pnaSOpp&p 
JUGGLE'S HOUSE 

Another need program Jar 3 Jo 6 year olds teachin g the 
concepts o1 inside, outside, upper and lower win Jug- 
gle's house and toyshop 

CLOSEOUT PRICE £1 .00 plus zop p4p 



BATTALION COMMANDER 

An exeiimg real-time tactical game with you as Iteule- 
nani colonel in charge of an enure armoured battalion. 
Choose trom live dillerent scenarios Irom a training 
misswn againsl a Soviet tank banal ion io tough assign- 
ments agamst ihe Chinese. You can adjusi the relative 
strengths ol your igroes and the opposition and choose 
from 40 different maps and 5 dillareni scenarios. 

CLOSEOUT PRICE £1 -00 plus to p p&p 
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BARGAIN CASSETTES 



Your choice of 

any 5 cassettes for £1.50 plus SOp p&p 
any 10 cassettes for £2.00 plus £1.20 p&p 



160 

£ igr>1 opponent , digh ised speech , two 
player ophDn. jOysi'CX contro-, M 
mstchplay swing, superb play ability 

BOMB FUSION 

A terrcrEt gang has planted borrte. in 
the Nuclear Processng Plant and you 
have 1o go in to cave the plant 

DESPATCH RIDER 

Join the growrtg band of slraet demons 
who terrify the poputal>on of ihe 
cities 1o get 1he parcels 1h rough 

FEUD 

You must "out-spelt* you rival Wizard 
Tread carefully as strange Ihirgs. can 
happen in this game ol magic 

FOOTBALL MANAGER 

Eveiyihiftg you mighi want m a v&n 
agena simulaban Tar too many fea- 
tures to describe, but you wont bed is- 
appointed 



LOS ANGELES SWAT REVENGE II 

Rescue the hostages from the lenorisl 
gangs holding out in West LA Clean 
ip the streets Blow away me bad guys 

MASTER CHESS 

An eacellent chess simulator writ" all 
the correct moves, various openings, in 
lact everything to keep you challenged 

MILK RACE 

Cycling 1 ,000 miles is no mean leal - 
,vd yo,- could end teei-^g prertty 
exhausted by the lima you've finished 



MR DIG 

An old labourite n which Mr Dig has- to 
dig lor hidden rood supplies in the 
'Mean*' terrtory below ground. 

NINJA 

9i asls the beh o*f all other marital arts 
games 1 It says on the in lay! Someone 
sure reckons this is the best punching, 
kicking, ducking and diving gams ol all 



OHOSTBUSTERS ON CUE 

At this very moment hundreds of ghosts 
are making their way lo Ihe inlamou* 
spook central Only you can save the 
world Irom disaster 

GUN LAW 

Four moUrt ol bloody alien attacks 
have taken their loll. You are left lo fight 
alone against rurhless and tHoodlhirsly 
kr Ileus with just a single machine gun 

HENRY'S HOUSE PENGON 



A challenging real l(1e simulation Wich 
combines F aid f^ooxer on the 
same cassette. An absolute must 1or 
boMjh enthusiasts and beginners alike. 

PANTHER 

Save ihe last humans on Xenon. TaKe 
your ground attack ship through ihe 30 
sorallng fee a shool-em-up with great 
graphics and v ntoeiievabie soundtrack 



Lift b Henry has shrunk and must navi- 

8 ate his way I Touch the r oyal house- 
old to lino" the cure Voted one ol the 
all time great games 

INVASION 

Mobilize your unts ano prepare lor bal- 
tle. This all action space conflict re- 
quires, skill, siralegy and tactics 

K1KSTART 

The uhimate on-road motorbike scram- 
ble Guide your nder over me obstacles 
in this great game for t or 2 players 



Can you save Penguin W I v Irbm the 
feroaous mutant sea lions? Slun Wem 
by knocking them against the walls or 
crush them with swing ice blocks 

PLASTRON 

Take your place m a smal band d 

B rales out to steal fossl luels 1rom the 
ggest corporation in the galaxy. 

PROTECTOR 

Assigned lothe US Army Helicopter 
Training School ydur ajm is to become 
the best chopper pikJl in the West 



The M utaled 90 foot high, laser spitting 
death camels have rebeied agamst 
theic captO"? the Ziyaxians and are cut 
tor revenge! A Jeff Winter Clastic 

ROCK FORD 

The only true arcade version of the 
classic game Boulcedash Explore 4 
levels on each oi 5 oifterent worids 

SIDEWINDER II 

It is 27 years since the final battle of the 
war with the aliens. Al this is about IO 
change. Step aboard your cralt to de- 
fend mankind in this space blast 

SPEED HAWK 

Defend Ihe ring worlds ot ywr sola* 
system Tror - space piraies Anciher of 
the great space games 

SPEED ZONE 

Enter ihe Speedione in a fwilic de- 
fence against alien torces. A survey 
snp (tir« unoer attach and your 
'Starlire' class attack cratl e launched 

STAR RAIDERS 

What more can be said. Probably the 
best compuler game « the wofld - everl 

TAIL OF BETA LYRAE 

Our A-Z of Atari Software series says 
"The ultimate 'Scramble" clone wrlh su- 
perb graphics and music." 

TWILIGHT WORLD 

Equipped with the latest in anli-gravily 
pods and La£er weapu-ry battle yOuf 
way through each ot eleven d..".geone 

UNIVERSAL HERO 

Only seven seconds left to save the 
p anel 1 Universal Hero has EC save his 
skin and everybody else's by finding 
h l?. tr. repa r a shun e 



ORDER HEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 01735 241 153 USING ACCESS OR VISA 
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JOURNEY 
INTO 

CYBERSPACE 



John S Davison 
tackles the 
Internet in an 
ultimate quest 
for thejabled 
Information 
Superhighway 



sn't that typical? As soon as the last 
issue of New Atari User containing my 
article about the costs of using Com- 
puServe had gone out to subscribe rs 1 they 
completely changed their way of charging! It's 
worth covering the new scheme now, as It 
means lower costs for most CompuServe 
users. 

If you read my previous article you'll realise 
that working out the real cost could be Just a 
little complicated. CompuServe have now sim- 
plified matters considerably by combining 
many of the separate elements which were 
charged at different rales and billing them all 
at a single lower rate. Details are as follows - 
prices arc approximate as they depend on 
dollar exchange rates. 



FIVE HOURS "FREE" 



Monthly subscription Js still £6.50. For this 
you now get five hours "free" access to what 
were Basic, Extended. Internet, and Electro- 
nic Mall services, i.e. virtually all of Com- 
puServe's services. As long as you don't ex- 
ceed five hours connect time in a month, then 
that's all you pay. Additional nine over five 
hours is now billed at $£ 95 per hour {about 
3p per minute, down from about 5p per 
minute]. 

If you regularly use the system for more than 
5 hours a month you can elect to pay an extra 
£10,00 per month and get an additional 15 
hours added to your "free" allowance. If you 
still need additional time beyond this its 
charged at Just SL95 per hour (about 2p per 
minute). You'll also be running up a gigantic 
phone bill, unless you're one of the lucky 
people able to get free connection via your 
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college or university. 

Also, the 90 message electronic mail limit 
has been abolished, as have the charges 
based on message length and surcharges for 
incoming messages from outside CompuServe 
(e.g. the Internet). Trans rni tu" ng and receiving 
mail is now based on connect time like every- 
thing else. The old "Executive" services and 
"Premium" research databases [mainly for 
business use} still carry extra surcharges 
whenever you use them, but some now cost 
less. This is much better than the old system 
as it's now fairly easy to keep track of how 
much your bill will be. 

Another major change is that CompuServe's 
London access node has just doubled its com- 
munication speed from 14.4Kbps to 
26.8Kbps, with others around the country to 
follow by year end. So you can now download 
files in half the time it took previously. Not 
long ago CompuServe would have charged 
extra for this* as they also levied speed related 
connect time charges (most unfairly, 1 always 
thought). I've now switched to this speed 
using my new V34 modem, and it makes a big 
difference to file download times and other 
bandwidth hungry operations such as explor- 
ing the Internet s World Wide Web sites. 



COMPETITION 

All of the above have been caused by one 
thing - competition. Or more precisely, a cer- 
tain gentleman called Bill Gates. Some time 
ago he announced he'd be setting up a major 
new on-line service called the Micro Soft Net- 
work (MSN), and that he d be bundling soft- 
ware for accessing it into his new Windows 95 
PC operating system. This scared Corn- 
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puServe rigid, and they've reacted over the 
last year or so by dramatically lowering 
charges and improving services to persuade 
their subscribers not to defect to MSN. And, 
there's much more in the pipeline apparently. 
I must say the benefits to users have been 
quite spectacular, and as a regular user I'm 
very pleased with the changes. 

Microsoft now have a real fight on their 
hands, as MSN Is now far more expensive 
than CompuServe (In the UK anyway], has 
slower access speeds, and far fewer services - 
for instance there's no World Wide Web ac- 
cess yet. No doubt they'll try to catch up, so 
the battle should become very interesting over 
the next year or so. 



USENET AND 
NEWSGROUPS 

After e-mail the next most popular Internet 
application is probably "Usenet". This is like a 
much bigger, wilder version of CompuServe's 
own forum service, as described in the last 
issue, It's a massive collection of bulletin 
boards and conference areas, each set up to 
cover a particular topic, and classified by 
subject type into a "newsgroup" 1 . There are a 
huge number of them - I've seen the estimate 
put as high as 12,000 - covering every topic 
imaginable, including a good number of Atari 
related subjects. 
Anyone can post messages on these, and the 
postings are distributed throughout the world 
by a cascading chain of News Servers, with 
access to your local one supplied by your 
service provider. So, if you post a technical 
question on your local server about Atari disk 
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drives it would soon find its way cascading 
out onto News Servers around the world , and 
could potentially be read by millions of other 
Internet users, Anyone reading it can post a 
reply, which again will propagate around the 
world f n the same way. Collections of related 
comments, replies, discussion etc. on a parti- 
cular subject are linked together into a 
'"thread", and you can access a thread and 
follow a discussion as it evolves, Each news- 
group typically carries many threads at once, 
covering different aspects of its main topic. 

Before you ask, I'll tell you (hat Usenet also 
includes topics of a somewhat shall we say. 
lewd nature. However, this DQESNT mean 
the Internet is ful! of pornography that leaps 
out of the screen at you without provocation, 
as the mass media would have you believe. 
Yes, there IS pornographic material on the 
Internet and you'll find It if you look for it - 
much like any other form of pornography. The 
difference is that children may be tempted to 
look for It, and could access it without anyone 
questioning their actions. If this worries you 
as a parent, then there's a simple answer - 
supervise your children's online activities. 

CompuServe reduce the chance of anyone 
finding "unsuitable'' newsgroup material by 
excluding the names of known potentially 
offensive resources from their system where 
possible. However, if you know the name of a 
resource you can still get to It even though it 
isn't listed. Some schools with Internet access 
now have "firewall"' systems installed, which 
can totally block access to specific Internet 
resources deemed to be unsuitable, whatever 
form they take. Similar products for use on 
home systems arc now becoming available H 
but don't hold your breath waiting for Atari 
versions. 

Internet, newsgroups are often unmodc rated, 
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which means that no- one polices their con- 
tent, so you might come across foul language 
and other material which might offend 
amongst other perfectly acceptable material. 
In contrast CompuServe forums are moder- 
ated, so any offensive material can be 
screened out before the public sees iL OK, it's 
a form of censorship, but CompuServe like to 
maintain a squeaky clean Image as a service 
anyone in the family can use. Generally 
speaking, the Internet is uncensored. 

NEWSGROUP 
CATEGORIES 

There are two types of newsgroups, "univer- 
sal" and "alternative". Universal groups are 
carried by all News Servers worldwide. Alter- 
native groups, however, may be local and 
postings to them may or may not get passed 
on to other News Servers, Newsgroups are 
defined by a hierarchical name, consisting of 
naming elements separated by full stops. The 
topic covered is defined more precisely as you 
move from left to right in the name. The 
leftmost part defines a general category, and 
the universal groups include the following 
naming conventions: 

comp - covers anything about computers 
news - anything concerning newsgroups 

and Usenet itself 
sci - covers science and scientific know- 
ledge 

soc - anything on social Issues 

rec - encompasses recreational, artistic, 

or other creative activities 
talk - includes discussions and debates 
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Lower Jevels of the name are less rigidly 
defined, but become familiar with a little ex- 
perience. For example "comp. sys, atari. 8bit" is 
a newsgroup about computing (comp) h cover- 
ing computer systems (sys], the Atari systems 
in particular (atari), and specifically the 8-bit 
macliines (8bit). 

Similarly there's "eomp.sys.atari.st" and 
" comp . sy s. atarLsL tech" which specifically 
cover ST general and ST technical topics re- 
spectively. There's also one called "comp.sy- 
s, atari, announce" encompassing Atari related 
announcements (not much in here these 
days!), and another called "comp. sys.atari. ad- 
vocacy" in which users argue the merits of 
Atari versus other systems. Atari references 
also crop up in other major newsgroup cate- 
gories, for instance "rec.games. video. atari". 

Alternative newsgroups start with "alt", and 
here you'll find such Atari entries as "alt.atar- 
i.jaguar 1 '; "alt.games.lynx"; and 
"alt.atari,2600' r amongst thousands of others 
covering all kinds of topics. 

Atari users can get easy access to news- 
groups through CompuServe. As with e-mail, 
newsgroups can be accessed via an ASCII 
terminal program. )Ve successfully searched 
for and retrieved Atari related newsgroup 
material using Flash, an ancient communica- 
tions program from Antic. After logging onto 
CompuServe via this, everything is done via a 
lalrly primitive ASCII menu system plus a few 
easy to use commands. It's not nearly as user 
friendly as the PC system with graphical user 
Interlace I normally use. but it does work. 
8-bit users should also be able to access 
newsgroups In the same way, using an 8-bit 
ASCII terminal communications program. 
One of these days I'll get out my trusty old 

1 30XK and try it. 



NAU CONTACTS 



My invitation to New Atari User readers to 
contact me via Internet e-mail has so far been 
taken up by only two people, Hie first was 
John Young, who's written for NAU in the 
past and who's now a PhD student at Cam- 
bridge University. He mentioned several Atari 
related areas he'd (bund on the Internet, 
which I've included in the newsgroup exam- 
ples earlier in this article. 

The second was Ann O'Driscoll, another NAU 
contributor, and 1 was Intrigued to hear she 
was about to leave CompuServe and connect 
into the Internet via another service provider. 
The reason was communications costs. Ann 
lives in Ireland, where there are apparently no 
direct CompuServe network access points. 
She had to dial in via Infonet-Euro which 
pushed up her communication costs to over 
£5,00 per hour, plus CompuServe's charges 
on top of this. She's now connected via Ire- 
land On -Line, for a Hat rate monthly charge 
plus local phone connection. 

Ann and her son Ken have also been explor- 
ing the Internet looking for Atari related sites. 
She's come up with a list of World Wide Web 
sites which may be of interest I've not had 
chance to check them out yet. but will report 
on them in these pages when I've taken a 
look. 

If you have any comments to make on using 
your Atari with CompuServe or the Internet 
(or you just want to say hello] please drop me 
a note. My e-mail address is 

100256. l577@compuserre.com 
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ST PUBLIC DOMAIN 

ROUNDUP 



MAY 

THE 

FORCE 

BE 

WITH 

YOU 

But let's hope it 
doesn't take you! 

This issue in ST Public 
Domain Roundup we take 
a trip to the stars and ex- 
amine UFO and science 
jictiQn disks for your ST. 
Do you believe? 

by 
Stuart 
Murray 
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ST PHONE 
HOME 

]f you are looking for infor- 
mation on UFO's then check 
out THE X-FILES Not 
the TV series ... the ST disk! 
This title features a collection 
of fifteen articles covering a 
variety of UFO -related topics. 

Mountain View, a shareware 
text viewer, is provided for 
viewing the articles on- 
screen. There arc no print or 
save fac Iff ties In this share- 
ware version so you must 
print the articles with a word 
processor. It will take you 
quite some time to print ail 
fifteen articles. 

Subjects covered include 
lime and space. UFO sight- 
ings, varieties of alien beings, 
interpretation of anomalous 
structures on the moon, UFO 
crashcs h etc. There are also a 
number of personal accounts 
and theories, some of which 
border on paranoia. 

One of the many highlights 
on X-Files is an article de- 
scribing the Alien Defence 
Shield, known simply as The 
Cage", This Is a device which 
prevents abduction by aliens. 
A transcript of an all-night 
battle against abduction Is 
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included! There is also a very 
large text flic giving extracts 
from the book "A Survivors 
Guide to Armageddon 1 by 
Robert Westbrook ( 1 993), 
Nine chapters are included 
and make for a very interest- 
ing read. The early chapters 
cover God and the Blblc h with 
interpretation of events 
which could be linked to 
UFO's. The other chapters 
examine the various types of 
alien. UFO research centres. 
The Hive theory , etc. You will 
cringe when reading West- 
brook's theory that BUI Clin- 
ton was abducted in England 
and Hilary is his keeper! 
However, much of the rest is 
quite plausible to the open 
minded 

John Lear's conspiracy 
theory is very interesting. 
Amongst Other things, he ' 
claims that the US govern- 
ment has been in contact 
with greys (one of the types of 
alien] for twenty years and . 
that there have been UFO 
cover-ups since 1939. includ- 
ing a 1964 meeting between 
the US government and three 
saucers, Lear concludes his 
article with the following 
statement, The best advice I 
can give you is this; Next time 
you see a flying saucer and 
are awed by its obvious dis- 




play of technology and 
gorgeous lights of pure colour 
- RUN LIKE HELU" 

Just remember to whip out 
your Camcorder first! 

The X-Files is a disk for the 
open minded. Even then, you 
will not accept everything In- 
cluded, But no matter what 
your stance on UFO's, you 
will certainly find much to 
think about. Fact or fiction? 
You will have to judge for 
yourself. Just be careful who 
you discuss it with. After all. 
they ARE among us] 



ST SCI-FI 

On a lighter subject, there 
are many Star Trek related 
disks for the ST. THE 
WORLD OF STAR 
TREK is a collection of in- 
terviews, profiles and articles 
relating to the popular televi- 
sion series and movies. 

This disk was produced to 
celebrate Star Trek's 25th 
Anniversary in 1091, There 
arc profiles of the main char- 
acters in the original series 
and The Next Generation. 
There are also interviews 
with the actors, e,g, Leonard 
Nlmqy, James Doohan. Pat- 
rick Stewart, Brent Spine r, 
etc. The many features on the 
disk Include Star Trek facts, 
fan clubs, comics, merchan- 
dise, etc. 

Also included Is the Star 
Trek Slldeshow. featuring 



sixteen pictures from the 
show - mainly digitized stills 
from Next Generation 
episodes. 

The World of Star Trek was 
produced In 1990 and 
although the series has 
moved on since then the arti- 
cles are still worth a read, 
especially those on the ori- 
ginal series. You also get the 
chance to use a Star Trek In- 
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ENGAGE! 

Another text-based disk is 
STAR TREK STORIES. 

This time there are five long 
articles. 
'Deep Space 9' is a trans- 
cript of a 1 992 convention 
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address by Majel Barrett 
Roddcnberry. It includes the 
background on Lhe story and 
characters of DS9 plus a Star 
Trek question and answer 
session. Wot the Technical 
MantioT examines warp drive, 
subspaee, transporters, 
cloaking, etc. 'Star Trek 
Ships' by D. Joseph Crcight- 
on is a list of all Star Trek 
ships up to 1993. 

Next up Is 'Star Trek TNG 
List of Lists', Written in 1992 f 
this very long article gives list 
after list on subjects relating 
to The Next Generation. 
There arc episode listings for 
seasons 1-6. ranks and insig- 
nia, stardates, cast listings, 
changes from season to sea- 
son, major species appear- 
ances, etc r . etc. The final file 
on the disk Is a Star Trek 
story entitled 'Q and A\ 

Altogether, a gem of a disk 
for any Trekked When Insert- 
ing the disk, don't forget to 
say "ENGAGE"! 



BATTLE 
STATIONS! 

STAR TREK 2 (1MB re- 
quired! Is a colourful STQS 
version of the popular 
search- find -destroy computer 
game. Your task is to rid the 
Galaxy of the plague of Kling- 
ons and to save the Federa- 
tion from complete and utter 
destruction. You must travel 
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through the quadrants des- 
troying Kllngons with your 
phascrs and torpedoes. You 
can refuel at starbases and 
also use your navigation 
computer shields, probes 
and scanners to out-smart 
the enemy. 

The screen displays the view 
from the deck of the Enter- 
prise- Around this view are 
positioned the instruments 
wi th which you control the 
ship. There is a compass for 
selecting your course, a grid 
for scanner display, etc, Ev- 
erything Is selected with the 
mouse pointer. 

The game play involves mov- 
ing the Enterprise from quad- 
rant to quadrant blasting 
Klingons and docking with 
starbaseSr Digitized sound 
effects are used throughout 
and are complimented by 
digitized speech, e.g. "battle 
stations" and H switch scan- 
ners". The samples are taken 
from the original TV series 
and make up for the rather 
average graphics. 

Star Trek 2 is simple to play 
and compliments the text- 
based disks above. 



USE THE 
FORCE 

To wrap things up I have 
chosen a scl-fl demo. STAR 
WARS is a digitized 
graphics and sound demo 
based on the classic movie. 

A small box in the middle of 
the screen displays clips from 
the movie while various sam- 
ples arc played, it begins with 
the Star Wars title picture 
and main theme. Next Darth 
Vader and Obi-Wan Kenobi 
battle It out to the death. 
There are then battle scenes 
which culminate In the des- 
truction of the Death Star. 
Finally, R2-D2 and C-3PO 
say goodbye. 

The data loads from disk In 
stages and so there are brief 
pauses in the action. The 
movie clip s arc in mono and 
last about two seconds each. 
The digitized sound effects 
and speech create a real 
movie atmosphere. The battle 
scenes arc particularly Im- 
pressive. Any fan of Star 
Wars will enjoy this disk! 



ROUNDUP RATINGS: 

ST987 THE X-FILES 80% 

ST717 WORLD OF STAR TREK 78% 

ST940 STAR TREK STORIES 78% 

ST947 STAR TREK 2 (1MB) 68% 

ST647 STAR WARS 72% 

Page 6's New Atari User 



contact ... contact ... contact ... 



FOR SALE 



PRINTERS: Atari 1027 LQ Printer, 
excellent working order, boxed with 
leads, manual etc., £25; Atari 1020 
Rotter, not working, cogs not 
meshing, £i0; flail blazer and Res- 
cue on Fractulas disks, free to good 
home! Buyer collects or pays post- 
age. Ring Chris on 01352 756565 
(Mold) 

COLLECTION; My f ether reeer cly 
passed away and as he was a keen 
Atari supporter I would like his 
equipment to find a good home, 
Included is an Atari t3QXE. 8DDXL 
CX65 Numeric Keypad, 1010 tape 
decks (2), 1050 disk drives {3}. 
XEPBO interface, joysticks, Fergu- 
son monitor, Microtine u62A printer, 
Star lC-10 primes, Prism printer, 
software including AtafWriter 60, 
Print Shop, Also many disks from 
Page 6 Library, most copies of 
Page 6 magazine and New Atari 
User, Otters invited, Please contact 
Mrs Helen Parsons on Cardiff 
01 222 5B4386 during the day or 
01222 513440 in the evenings 

PRINTER: 1 029 printer in good 
working order, boxed with manual. 
Head, reinkable ribbon, some soft- 
ware and paper, £70 plus p&p. Tel. 
01903 232723 

SOFTWARE: Atari disks and cas- 
settes - hundreds of original games 
from 90p each. Write for a list to 
Paul, 17_ Spring fload, Clifton, 
Shefforc, Bedfordshire SG17 SRE 



SURPLUS CLEAR OUT : BOOXL 
1 050 disk drive, tape deck, 50 disks 
of software. £60 o.n.o.; tapes and 
disks, boxed originals from 30p and 
£2 respectively: 3600/7600 ROMS, 
£3; Romscanner, plug in up to 10 
ROMS at once on 2*00, £5; ST 
software boxed originals from 50p 
to £5, 100+ titles something for 
every interest- Sefvd A4 SAE to Mr 
0, Loughion, 34 Colkntiale Avenue. 
Erith, Kent DAB 1 EE 

PRINTER CABLE; 'CD Printer 
Connection - 3m cable connects an 
Atari S-bit to any printer with a stan- 
dard 'Centronics' port (no additional 
power source required). Complete 
with instructions, £16 inc. postage. 
Write to Paul, 17, Spring Road-, Clif- 
ton, Sh afford, Bedfordshire SGl7 
5RE 

TAPES: 30 cassette games, £15. 
Phone Jason on 01778 426409 



WANTED 



CHESS: Wanted Parker Chess 
and Sargon II on disk or cartridge 
preferably. Tel. 0176B 863567 

ASSEMBLY: MAC/65 asse Tib er 
wanted, books on programming in 
machine code. Mapping The Atari 
{Revised), Da Re Atari, also any 
Infocom, Level 9 or Scon Adams 
adventures on disk or cassette. Tel. 
D1 /B5 48O20 and ask for Daniel 

M.U.L.E.: On disk wanted. Please 
write 10 John Trueman, 30 Mason 
Crescent, Penn, Wolverhampton 
WV4 4DU 

VARIOUS: The following wanted: 
PAGE 6 Issues 1 to 7; any of the 
following, preferably on disk • Rally 
Speedway (ROM}. Murder on The 
Zindemeuf, Fruit Picking, Winter 
Olympiad 88, Space Lobsters, Little 
Devil, Robot Knights. A Day At The 
Races. Please phone Jason on 
01778 426409 



FREE TO SUBSCRIBERS 

The CONTACT column la fi*s* of charge tti Mutirw-rUirn w1n> 
wish to sell thelf equipment or contact other re^dena. Spjice 
Is Itmlird :«> wr request that entries be kept as short as 
possible. Extremely long entries may be heavily edited or 
ignored. Send your CONTACT notice on a separate sheet of 
paper (not as part of a letter) to: 

CONTACT, PAGE 6 PUBLISHING, STAFFORD, ST16 1DR 



FOR SALE ... WANTED ... PEN PALS ... ADVICE ... HELP 



PROGRAM LISTINGS 

Certain program listings which are too long to include in the magazine may 
be obtained free of charge as printed listings to type in. Alt programs are, 
however, included on the Issue Disk which is available with each issue. 
Remember this disk also includes BONUS PROGRAMS which do not appear 
in the magazine. If you would like the type -in listings please write or telephone 
indicating which listings you require. Please note that there are not necessarily 
extra listings for every magazine. 

Write to U&TING&. NEW ATARI USER, P.O. BOX 54, 
STAFFORD, ST1G 1UR or telephone 017&5 241133 
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